MOUSEFOLK 


OBSCURED IN THE THICK UNDERBRUSH 
of the forest, every muscle in Moira’s body was 


screaming. She had been crouched, completely 
stil, for half a day, waiting for her quarry to 
emerge from its den. Thick mud clumped and 
matted her dark fur, insulating her from the high 
sun. Her large round ears twitched, focusing on 
a faint scratching coming from the cave. Her 
prey was awake. Moira drew her bow and deftly 
nocked an arrow without a sound. She waited. 
Soon the mighty owlbear lumbered out of the 
cave. A dry summer had forced it closer to 
civilization, and it had begun preying on trade 
caravans. Moira took aim, and Iet fly her arrow. 
The Barbed Trail would be safe to travel once 


more. 


The life of the Mousefolk is one spent close to 
the ground. With no great empires or 
kingdoms to call home, the Mousefolk spend 
their lives carving a place for themselves in the 
cities of the larger races or in the untamed 
wilds. They form tight-knit communities where 
every member is expected to contribute to the 
success of the whole. Some Mousefolk study 

a trade skill to support their families, while 
others use their natural agility and intellect 

for contract services. 


Furry AND NIMBLE 


Reaching a little over 2 feet tall, the Mousefolk 
often go unnoticed in their day to day activities. 
Their diminutive stature and quiet demeanor 
make the Mousefolk inoffensive to most, 
granting a certain detachment from the major 
conflicts and strife of the age. Their fast 
metabolisms and quick feet give the Mousefolk 
a slender build, usually weighing between 20-30 
pounds. 

Mousefolk fur color ranges from white to tan 
to brown or black, with various patterns passed 
through heredity. They take care to groom 
and clean their fur, as it represents their family 
and community. A Mousefolk’s eye color is either 
red or black. Mousefolk like to wear comfortable 
dark colored clothes that allow for discretion and 
a wide range of movement. 

The concept of personal wealth or glory 
doesn't pervade through Mousefolk culture, most 
actions taken are for the good of the community 
rather than the self. Any wealth or resources 
gained are utilized for the betterment of the 
group. Some Mousefolk, however, use their 
natural abilities for personal gain. These 
individuals tend to be outcasts or black sheep of 
the clans. 


— 


Home AND HEARTH 


The Mousefolk are a resourceful and tenacious 
race. Mousefolk settlements can be found in 
the most unlikely and inhospitable of places. 
They tend to build homes in the dark shadows 
and forgotten corners of the world, such as city 
slums, deep forests, scorching deserts, arctic 
tundras, or port cities in exotic lands. The 
Mousefolk aren't typically farmers, instead 
preferring hunting, trade, and craft to meet 
their needs. Mousefolk caravans are not an 
easy target for bandits, guarded by skilled 
archers within and a bristling wall of oak and 
steel without. 

Mousefolk families extend beyond blood 
ties, an individual’s entire community is 
treated as kin. Mousefolk settlers will seek out 
other colonies, and new warrens will arise 
within close proximity to each other. These 
communities will eventually grow and merge, 
the members of each becoming kin to the other. 


ARTISANS AND ADVENTURERS 


The Mousefolk have a deep love of art, literature, 
song, and craft, and will often spend a lifetime 
perfecting their trade. True masterworks are 
rarely seen by the outside world, instead they 
are preserved and passed through the 
generations. To be a keeper of lore and heritage 
is among the highest honors and greatest 
responsibilities in Mousefolk culture. 

The Mousefolk who do not end up learning a 
trade will often put their skills to use pursuing 
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VIRTUOUS AND HEADSTRONG 


Despite their generally flighty appearance, mousefolk are 
a very honorable people. They believe strongly in personal 
honor, less so in the idea that the actions of others can 
impugn that honor. When a mousefolk makes a mistake, 
especially one that causes harm to others, they will work 
hard and at long lengths to correct that mistake, 


Se al 
esoteric knowledge, training as defenders, 
spiritual leaders, rangers, covert agents, or they 
might even travel the world as an 
adventurer-for-hire. 


MouseEFoLk NAMES 


When a Mousefolk is old enough to read, they 
are taken by an elder to the clan's archives to 
study the lore and histories of their people. After 
several years, the individual is allowed to pick 
their own name, either adopting the name of a 
past hero, or inventing a new name for 
themselves. 


Male Names: Aengus, Ashwin, Aynselle, Boris, 
Byrnstan, Celanawe, Colin, Demitri, Elric, 
Esegar, Finn, Gregory, Joseph, Luke, Martin, 
Matthias, Mattimeo, Odric, Seyth, Thom, 
Waldwin 

Female Names: Baeylie, Caley, Clove, Daewn, 
Dalla, Eda, Elis, Gale, Ingrid, Kearra, Mariel, 
Millicent, Moira, Nola, Rona, Rosalee, Sayble, 
Serra, Sylvia, Veira 

Historical Names: Abershaw, Bluebell, Dalgill, 
Faolan, Garrow, Gamilon, Grimwold, Hannidy, 
Larkin, Sloan, Taryn, Tenny, Tinble, Toller, 
Vidar, Walmond 


MouSEFOLK TRAITS 


Your Mousefolk character has a number of traits 
in common with all other Mousefolk. 

Ability Score Increase. Your Dexterity score 
increases by 2. 

Age. A Mousefolk reaches adulthood at the 
age of 5 and lives to be about 40 years old. 

Alignment, Most Mousefolk are neutral, and 
tend towards good. They try to keep the 
conflicts of the other races at arm's length, but 
display remarkable ferocity when their friends, 
families, or communities are threatened. A 
reverence for nature and life is close to the 
heart of Mousefolk, and they are loath to take 
a life if it can be avoided. They prefer to live quiet 
and unassuming lives, giving honest work for 
honest pay. 

Size. Mousefolk grow between 2 and 2 1/2 
feet tall and weigh about 25 pounds. Your size is 
Small. 

Speed. Your base walking speed is 25 feet. 

Keen Senses. You have proficiency in the 
Perception skill. 

Mousefolk Weapon Training. You have 
proficiency with the rapier, shortsword, shortbow, 
and handaxe. 

Nimble Dodge. When attacked by an Attack of 
Opportunity, you may use your reaction to impose 
disadvantage on that attack. 

Languages. You can speak, read, and write 
Common and Squeak Speak. Mousefolk place 
great value on the written accounts of their 
legends and histories, and encourage everyone 
to keep journals and records of their deeds. 
Almost all Mousefolk speak Common to 
converse with the people on whose lands they 
dwell or through which they are traveling. 

Subrace. The two main kinds of Mousefolk, 
Softpaw and Meadowgard, are more like closely 
related families than true subraces. Choose one 
of these subraces. 


Sorrraw 


As a Softpaw Mousefolk, you avoid the dangers 
of the untamed wilds for the security of 
civilization. Your bookish nature gives you an 
edge in the arcane studies and a knack for 
trade skills and craft. The mark of the Softpaw 
is a seal of the utmost quality. A Softpaw’s 
natural dexterity and keen intellect make them 
desirable contract thieves and infiltrators. 

Ability Score Increase. Your Intelligence 
score increases by 1. 

Artistry. You gain proficiency with one type 
of artisan’s tools or one musical instrument 

Squirm. You can move through tiny sized 
spaces as if you were tiny size. 


MEADOWGARD 


As a Meadowgard Mousefolk, you make your 
living in the wilds. You have keen senses, deep 
intuition, and a connection with nature that few 
other races can boast. The Meadowgard stand 
staunchly at the edge of civilization, knowing 
that their eyes are the first alarm and their body 
and blade are the last bulwark of countless 
others. They have an unwavering sense of duty 
and a lifetime of experience which keeps them 
sharp against the dangers of the world. With an 
Elder's blessing some Meadowgard leave the 
service of their clans to travel the world and 
record their journeys. 

Ability Score Increase. Your Wisdom score 
increases by 1. 

Brave. You have advantage on saving throws 
against being frightened. 

Speak With Small Beasts. Through sounds 
and gestures, you can communicate simple 
ideas with Small or smaller beasts. 


ART CREDITS IN ORDER OF APPEARANCE 
“A MOUSE GUARD” BY CHICHAPIE 
UNTITLED FOREST By J. DICKENSON 
“AOR” BY MARY 


“LEGENDS OF THE GUARD” BY DAVID PETERSON 


“LEGENDS OF THE GUARD #4” BY RYAN LANG 


KANGARIAN TRAITS 


Your Kangarian character has a number of 
traits in common with all other Kangarians. 

Ability Score Increase. You Constitution 
score increases by 2. 

Age. Kangarians mature rapidly, reaching 
adulthood by the age of 10 and usually living 
less than 60 years. 

Alignment. Kangarians care for one 
another, especially their young. For this reason, 
they tend to shy away from evil alignments. 
Because of their relatively short lifespans, 
though, they strive to make the most of their 
times, leading many to lean towards chaotic 
alignment. 

Size. Kangarians are somewhat shorter 
than humans, usually standing between 4 and 5 
feet. Their weights vary wildly depending on 
their subrace, anywhere between 50 and 200 
Ibs. Your size is Medium. 

Speed. You base walking speed is 25 feet, 
though you may make two long jumps instead. 
You do not need to move before making a long 
jump to leap its full distance. 

Fists and Feet. On a hit, your unarmed 
strikes deal bludgeoning damage equal to 1d4 + 
your Strength modifier on a hit. 

Keen Senses. You have proficiency with the 
Perception skill. 

Languages. You can speak, read, and write 
Common and Sylvan. 

Subrace. Two main subraces of 
Kangarians, Greybacks and Redcrowns. They 
are most notably different due to their size. 
Choose one of these subraces. 


GREYBACKS 


Greybacks are the smaller of the two races of 
Kangarians, usually weighing less than 100 
pounds. They tend to travel less and live in 
predominately matriarchal societies. They are 
usually non-hostile, though they will fight 
ferociously for their families if provoked. 

Ability Score Increase. Your Dexterity 
score increases by 1. 

Quick feet. As a bonus action, you may 
make a long jump. The length of the jump does 
not count against your movement for the turn. 


REDCROWNS 


Redcrowns are considerable larger Kangarians, 
weighing nearly 200 pounds in some cases. They 
tend to be more nomadic, creating more informal 
groups spread across their lands. While family is 
still a value among Redcrowns, they also know the 
importance of independence and self-sufficiency 

Ability Score Increase. Your Strength 
score increases by 1. 

Extra Storage. You count as one size larger 
when determining your carrying capacity. 

Natural Athlete. You have proficiency with 
the Athletics skill. 


“Kangaroo Figher” by ben-ben 


Mythric 


The Legends go like this, one day in the early beginn- 
ing of the World, when humans were a simple people 
and Elves remained dominant, there was an event, a 
large flash in the sky followed by the fall of a hundred 
Angels, collapsing from the clouds. 

No one is sure what happened, only the highest Angels 
know the truth, but they had fallen from heights great- 
er than any one being can reason, cast out by the very 
Gods themselves and forced into banishment upon the 
mortal plane. 

A Mythric is the offspring of a fallen angel and a hum- 
an; they are rare beings with extreme lifespans that 
equal that of the elves, they are wise and patient but 
can be deadly and vicious when needed and of course 
possess the ability to fly with their angelic wings... 
Mythric can come from anywhere in the regions, typic- 
ally places where their ancestors have lived, some stay 
in villages but most are ushered away out of sight to a 
kingdom of angels, Epiduras City, a secluded island 
where they can dwell in peace. 


Most Mythric want peace and will often stay out of ba- 
ttle unless absolutely necessary, but others long for 
adventure and the chance to explore the kingdoms 
around them. 


Dedicated to Good 


Because of their Celestial Ancestry, most Mythrics tend 
to lean towards the realms of good, worshipping the 
Gods that cast out their ancestry and hoping to see 
enlightment and hope for change from their Lords. 
Mytrhic will often seek out the best action, but they are 
sensisble creatures also, they know, especially the Eld- 
ers amongst them, that races need to make their own 
mistakes and interfering with the realms or mortals 
can lead to even more dire outcomes. 

Mythric tend to keep to themselves because of this, w- 
ith only a few in a generation actually leaving home to 
accomplish what they see as Good, helping the realms 
below them. 


Graceful and Elegant 


Mythrics share an appearance akin to that of what most 
races consider angels, they can beam bright in dark pl- 
aces and they have large wings which they can use to 
fly with. 

Other races that look upon a Mytrhic appreciate their 
beauty and some will even lay down and do what they 
say because of their akin to angels, worshipping the 
Gods they have sworn too. 
The Mythric are very well balanced and logical 
ures, there is always a method to what they 
are doing and they will often voice out loud 
any injustice they see. 

Not all Mythrics worship Gods, some are 
perfectly fine with living a conservative 
lifestyle of adventure without the need to 
commune with a higher being, 


Dark Angels 


There are some Mythric that despise the fact that their 
ancestry have been cast out of the planes above and 
prefer to live their lives commiting acts of Evil and 
worshipping less forgiving Gods. 

A Mythric dedicated to the ideals of Good will grow 
wings of brilliant white and be able to cast their light 
through the darkest places. 

A Mythric dedicated to the ideals of Evil will grow 
wings of black obsidian and will be seen by the rest 
of their race as a creature of evil. 

Dark Angels, as they are known, are cast out by their 
Mythric bretherin and sometimes are even sentenced 
to death. 


The Solas 

As with every other race there are leaders of the My- 
thric, in Epiduras City they are lead by politicians on 
the table of Solas, Mythrics that have raised through 
the ranks and have proven themselves as good leaders 
sit at the table of Solas. 

The role of Solas, the leader of the Mythric people falls 
on the eldest member of the group with the most wis- 
dom, they are chosen because of their faith to the old 
Solas and the title is passed down from a previous So- 
las. 


Mythric Names 


Mythrics are given names to show the ideals of their 
families, whether it be for pure Good or fowl Evil, some 
children are even granted names by the Table of Solas, 
which is deemed to be a great honor and shows faith 
in the child’s future life. 


Male Names, Araton, Barakiel, Jeremiel, Kezef, Morael, 
Raziel, Ridwan, Sandolphon, Varhmiel, Zadkeil 


Female Names, Adelphi, Araqiel, Conah, Elrhea, 
Hadramiel, Hanniah, Iaoel, Sanvi, Sarandiel, Umabel, 
Virgil 


Mythric Traits 


Your Mythric has natural abilities to aid them in their 
adventures, all are listed below as their traits: 

Ability Score Increase. Your Intelligence score inc- 
reases by 1 and you Charisma score increase by 2 

Age. Mythric achieve maturity at the same rate as 
humans and can live up to 1000 years. 

Size. Mythric can vary in height but are very usually 
between 5 and 6 feet tall. Regardless of your height you 
are a Medium Creature. 

Alignment. Because of the Mythric’s past and linea- 
ge they are more inclined to be good or lawful good 
characters, They value peace above all things and it is 
in the nature of older Mythric’s to be guardians to lower 
species, occasionally even interfering with events. 

Speed. Your walking speed is 30 feet 

Languages. You can read write and speak both Co- 
mmon and Celestial. 

Mythric Appearance. Because of your angelic appear- 
ance you gain Advantage on Persuasion rolls made 
against a good aligned character, 

Divine Light. You're celestial heritage allows you to li- 
ght up the dark places of the word, you gain the cantrip 
light for free. 

Feather Fall. Because of your angellic wings you wi- 

ll never have to fear falling from a great height, you can 
use your wings to perform Feather Fall on yourself as a 
cantrip. 

Angelic Wings. As your character develops, so will 
their ability to use the spell Fly, follow the chart below 
to see how well your Mythric can use their wings! 


Wing Proficiency 

Level Your may cast Fly... Speed 
Level 1. Cast Fly once per Long Rest 30feet 
Level, 4 Cast Fly once per Long Rest 4Ofeet 
Level, 8 Cast Fly once per Short Rest 4O0feet 
Level 12. You can cast Fly asa Cantrip 60feet 
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VARIANT: DARK ANGEL 

| Your Mythric wasn't born with the will to follow the 
path of Good and instead focuses their will towards 

acts of Evil. 

Black Wings. Following the same rules as Angelic 

Wings, but instead of white they come through as 

black. 

Dark Appearance. Instead of gaining Advantage 

ro Ils to Persuasion against characters of a good 

alig nment, you gain Advantage to Persuasion ch- 

ecks against an Evil Aligned Character. 
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VARIANT: Battle Mythric 

Some Mythric were born to protect the realms of 
men, you can use the variant rules listed below to 
create a Battle Mythric. 

Weapon Proficency. You are proficient with simple 
and martial weapons, shields, light and medium 
armour. 

Limitless Flight. Your Mythric can use Fly at will 
from their first level, born to use their wings to 
their full power. 

Obstructed Flight. Your Mythric cannot wear heavy 
armour without penalty because of how heavy it is, 
take a penalty of minus 20 flying speed while wear- 
ing armour and a minus 5 to Strength whilst in fli- 
ght. 


ADEPT 


A human general clad in 
gleaming armor studies the 
map on the table in front of 
him, filled with figurines that 
represent units of his soldiers and the 

invading orcs. He consults a leather journal 
filled with notes he’s made on the enemy’s tribe, 
their customs and battle tactics, and he moves two 
pieces confidently forward. 

A wild-haired dwarf stands at the head of a long 
caravan. She surveys the valley below and plots their 
course through the untamed wilds. She sketches a map 
and motions for the caravan to follow, leading them 
deeper into unknown territory in search of treasure 
and knowledge. 

Kneeling at the side of a fallen comrade, a gnome 
hastily applies a tincture and bandage. Her ally’s eyes 
flutter open and she helps him back to his feet before 
turning her attention to a nearby troll. An elaborate 
twirl of her quarterstaff befuddles her foe, and a sharp, 
unseen blow to the back of its head leaves it stunned. 

A smirk pulls at the corner of the half-elf’s mouth as 
he surveys the overgrown ruins on the hilltop. Though 
no doubt filled with traps and dangerous beasts, the 
promise of lost treasure and forgotten knowledge pulls 
him onward. No trinket or secret, no matter how old, 
could evade his thorough investigation. 


EXPERTS IN THE ORDINARY 


Where many scholars and academics dedicate their 
great minds to unraveling the mysteries of the divine or 
the arcane, adepts focus their intellectual efforts on the 
mundane, the physical world around them and all the 
wonders it holds. 

This curiosity manifest in different ways, Some 
adepts are most interested in the workings of the body, 
learning how every part serves the whole so that they 
can better understand and heal it. Others become life- 
long students of the art of war, devising ways to 
dominate the battlefield with superior tactics rather 
than superior brawn. And some are more concerned 
with the world itself, keen to seek out every corner of 


hands on experience. The world is full of discoveries 
waiting to be made. 


every ruin, to commune with foreign peoples, and 

discover exotic beasts and the wild lands that hold CREATING AN ADEPT 

them. As you create your adept character, consider your 
motivation for becoming a scholar of the world as 

WORLDLY SCHOLARS opposed to a student of the so-called higher mysteries. 


Did you grow up hearing tales of explorers charting the 
unknown? Perhaps a skilled healer managed to cure 
a family member of a terrible disease when the local 
priest could not? Were you raised the child of great 
warriors and lacked the brawn to follow in their 
footsteps, but had the brains to make up the difference? 
Where did your path to learning begin? Did you have 
a brilliant mentor who passed along his knowledge? Did 
you sneak into the royal library to pore over thick tomes 


For the truly curious, the adventuring life is the only 
way to expand ones horizons of knowledge and build 
ones skills. Any adept worth his salt will quickly agree 
that books and laboratories make excellent avenues 
for learning, but no book and no beaker contains the 
knowledge still waiting to be discovered beyond the 
frontier or in the crucible of battle. 

The adept believes that every scholar reaches a point 
where the most effective path to higher learning is 


THE ADEPT 


Proficiency Insight 

Level Bonus Die 
Ist +2 
2nd +2 
3rd +2 
4th +2 
5th +3 
6th +3 
7th +3 
8th +3 
9th +4 
Oth +4 
1th +4 
2th +4 
13th +5 
4th +5 
5th +5 
6th +5 


Features 

Expertise, Combat Insight 
Field Research, Pursuit 
Study Foe 

bility Score Improvement 
xtra Attack, Pursuit Feature 
bility Score Improvement 
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Ability Score Improvement 
True Genius 


recounting ancient history? Maybe you became a 
student at a prestigious university devoted to expanding 
knowledge of all kinds? 

What prompted you to leave your old life behind and 
become an adventurer? Are you have trouble adjusting 
after a life in academia? Or do you finally feel a sense of 
freedom? What kind of knowledge are you hoping to 
discover in your travels? 


QUICK BUILD 

You can make an adept quickly by following these 
suggestions. First, make Intelligence your highest 
ability score, followed by Dexterity. (Some adepts who 
focus on melee combat make Strength higher than 
Dexterity.) Second, choose the sage background. 


CLASS FEATURES 


As an adept you gain the following class features. 


HiT POINTS 

Hit Dice: 1d8 per adept level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your 
Constitution modifier per adept level after 1st 


PROFICIENCIES 


Armor: Light armor, medium armor, and shields 

Weapons: Simple weapons, hand crossbows, and 
heavy crossbows 

Tools: Choose any two 

Saving Throws: Intelligence, Dexterity 

Skills: Choose four from Animal Handling, History, 
Insight, Investigation, Medicine, Nature, Perception, 
and Survival 


Languages: Choose any two 


EQUIPMENT 
You start with the following equipment, in addition to 
the equipment granted by your background: 


+ (a) scale mail or (b) leather armor 

+ (a) a simple weapon and a shield or (b) two simple 
weapons 

+ (a) ascholar’s pack or (b) an explorer’s pack 

+ A light crossbow and 20 bolts 


EXPERTISE 


At 1st level, you choose two of your skill proficiencies. 
Your proficiency bonus is doubled for any ability check 
you make that uses any of the chosen proficiencies. 

At 7th level, you can choose another two skill 
proficiencies to gain this benefit. 


COMBAT INSIGHT 


Beginning at 1st level, you know how to use your 
intellect to adapt to the battlefield and exploit your 
enemies’ weaknesses. When you roll for initiative, you 
gain a number of insight points equal to your 
Intelligence modifier. 

You can spend these points to fuel various adept 
features. You start knowing five such features: Agitating 
Attack, Defensive Posture, Exotic Technique, Foiling 
Strike, and Unsticky the Situation. You learn more 
features fueled by insight points as you gain levels in 
this class. 

You gain one additional insight point at the end of 
each of your turns, unless you are surprised or 
incapacitated. Other class features provide additional 


opportunities to gain insight points in combat. 

Some combat insight features will have you roll an 
insight die. The type of die you use is determined by 
your adept level as shown in the Insight Die column of 
the Adept table. 

Some of your combat insight features require your 
target to make a saving throw to resist the feature’s 
effects. The saving throw DC is calculated as follows: 


Combat Insight Save DC = 8 + your proficiency 
bonus + your Intelligence modifier 


AGITATING ATTACK 

When you hit a creature with a weapon attack, you can 
spend 2 insight points to attempt to force the creature 
to lose focus. You roll an insight die and add it to the 
attack’s damage roll, and the target must make a 
Wisdom saving throw. On a failed save, the target has 
disadvantage on its next Intelligence, Wisdom, or 
Charisma saving throw. 


DEFENSIVE POSTURE 

You can spend 1 insight point and take the Dodge 
action. If a creature misses you with an attack before 
the start of your next turn, you can use your reaction to 
make a weapon attack against an enemy in range. If you 
have extra attacks, you can forgo one of them to use the 
Dodge action. 


EXOTIC TECHNIQUE 

You can spend 1 insight points to stun a creature with 
something it’s never seen before. Make a weapon attack 
and add an insight die to the attack roll. If the attack 
hits, the target must use its reaction to make a Dexterity 
saving throw. On a failed save, the target is stunned 
until the end of your next turn. The target has 
disadvantage on the saving throw if it does not have a 
reaction available. 


FOILING STRIKE 

When an ally takes an action that forces a creature to 
make a Strength, Dexterity, or Constitution saving 
throw, you can spend 2 insight point and use your 
reaction to make a weapon attack against the creature 
if it is in range. Add an insight die to the attack roll. If 
the attack hits, the target has disdvantage on the saving 
throw. 


UNSTICKY THE SITUATION 

When you fail a saving throw, you can spend 2 insight 
points to roll an insight die and add it the saving throw, 
potentially turning it into a success. 


FIELD RESEARCH 


Starting at 2nd level, if you spend at least 1 minute 
observing or interacting with another creature outside 
combat, you can learn certain information about its 
capabilities. Choose a reference creature of the same 
type that you have seen, and the DM tells you if the 
creature you are researching is equal, superior, or 


inferior to the reference creature in regard to two of the 
following characteristics of your choice: 


+ Strength score 

+ Dexterity score 

+ Constitution score 

+ Intelligence score 

+ Armor Class 

+ Maximum hit points 

+ Total class levels (if any) 


STUDY FOE 


At 3rd level, you can spend 2 insight points and use a 
bonus action to begin closely studying an enemy. You 
analyze its movements, demeanor, and fighting style in 
order to avoid their attacks. The studied creature has 
disadvantage on attack rolls that target only you. You 
must be able to see the enemy to take advantage of this 
feature. 

This effect ends if you are incapacitated, when the 
creature dies or falls unconscious, or if you use this 
feature on a different enemy. You can use this feature to 
study only one enemy at a time. 


PURSUIT 


Also at 2nd level, you choose your intellecutal pursuit on 
which you will focus your efforts. Choose Tactician, 
Physician, or Explorer, detailed at the end of the class 
description. The discipline you choose grants you 
features at 2nd level and again at 5th, 9th, 13th, and 
18th level. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level and again at 6th, 8th, 12th, 
14th, 16th, and 19th level, you can increase on ability 
score of your choice by 2, or you can increase two ability 
scores of your choice by 1. As normal, you can’t increase 
an ability score above 20 using this feature. 


EXTRA ATTACK 


Beginning at 5th level, you can attack twice, instead of 
once, whenever you take the Attack action on your turn. 


SHREWD IMPROVISER 


By 10th level, you are always analyzing all aspects of 
your surroundings, finding ways to use your 
environment and whatever is close at hand in combat. 
You gain proficiency with improvised weapons and half 
cover functions as well for you as three-quarters cover. 


PSYCHOLOGICAL PROFILE 


At 11th level, you can analyze a creature’s speech and 
body language to determine how best to interact with it 
in order to achieve your aims. If you spend at least one 
minute conversing with the creature or observing it in a 
social situation, the DM tells you whether Deception, 
Intimidation, or Persuasion will give you the best chance 
at a favorable outcome. You are considered proficient 
with the designated skill while speaking with the 
creature, and it must pass a Wisdom saving throw equal 
to a roll of your insight die + your Intelligence modifier 


or you have advantage on the checks as well. This effect 
ends if you go 24 hours without speaking to the 
creature, or you use the ability on a different creature. 


ANALYTICAL MIND 


At 15th level, you can substitute your Intelligence score 
and modifier for your Wisdom score and modifier for 
purposes of saving throws and ability checks. If you are 
proficient in Intelligence saving throws, you are 
considered proficient in Wisdom saving throws. 


WORDS OF WISDOM 


Beginning at 17th level, when an ally is preparing to 
make a skill check you can use your action to analyze 
the situation and advise him based on your 
observations. Roll an insight die and add half the 
number of the die (or the full amount of the die if it’s a 
skill check you are proficient in) and add it to his roll. If 
multiple allies will be attempting the same feat (for 
example, a party preparing to scale a cliff face), they 
may each add this bonus to their skill checks without 
using additional actions. 


TRUE GENIUS 


At 20th level, you embody true genius. Your Intelligence 
score increases by 4 and your maximum Intelligence 
increases to 24. 

You are also capable of moments of perfect insight, 
wherein the path to success becomes clear even when 
the odds are stacked against you. On a failed ability 
check, you can treat the d20 as a 20. 

Once you use this feature, you can't use it again until 
you finish a long rest. 


PURSUITS 


Different adepts choose different disciplines to channel 
their intellectual prowess. The pursuit you choose 
reflects this focus. 


TACTICIAN 


Adepts of the Tactician pursuit have focused their minds 
on the art and skill of combat. By honing their 
techniques and studying their enemies, Tacticians 
become formidable presences on any battlefield. 


BONUS PROFICIENCY 
When you choose this pursuit at 2nd level, you gain 
proficiency with martial weapons and heavy armor. 


FIGHTING STYLE 

Also at 2nd level, you adopt a particular fighting style as 
your specialty. Choose one of the options from those 
available to the Fighter class. You can't take a fighting 
style more than once, even if you later get to choose 
again. 


FORCE MULTIPLIER 

Starting at 5th level, you can spend 3 insight points and 
use a bonus action to roll a number of insight dice equal 
to your Intelligence modifier (minimum of 1) and 
distribute them as you see fit to your allies. These dice 
can be consumed as a reaction to make an attack. 
Attacks made in this way add the number on the die to 
the attack roll. When combat ends, any unused dice are 
lost. 


IMPROVED STUDY FOE 
Beginning at 9th level, the Study Foe feature improves 
for you in several ways: 


+ If you are already studying an enemy or your studied 
foe drops to 0 hit points, you can use a bonus action 
to begin studying a different foe without spending any 
insight points. 

+ You can learn certain information about a studied 
enemy as if you were using the Field Research feature. 
Once on each of your turns, you can compare a 
studied foe and a reference creature of the same type 
that you have seen, and the DM tells you if the enemy 
is equal, superior, or inferior to the reference creature 
in regard to one characteristic of your choice that is 
listed under the Field Research feature. If you can see 
the reference creature, you can choose Current HP as 
the characteristic. 

- If your studied foe misses you with an attack, you gain 
one insight point. You can only benefit from this 
feature once per round. 


At 18th level, Study Foe further improves in the 
following ways: 


+ You can study more than one foe at a time. When 
using a bonus action to select or change your studied 
foe, you can spend 2 additional insight points 
per creature to select additional foes up to 
a number equal to your 
Intelligence modifier. 


+ You have advantage on attacks made against your 
studied foes. 


INCISIVE STRIKES 

Starting at 13th level, when you hit a creature with a 
weapon attack, you can spend 1 insight point to deal 
additional damage to the target. Roll an insight die and 
add it to the damage roll. If you are studying the target 
with the studied foe feature, roll two insight dice. 


PHYSICIAN 


The Physician pursuit is chosen by adepts who make 
the study of biology their focus. They use their extensive 
knowledge to accomplish feats of healing and 
restoration usually only made possible by drawing upon 
the power of the divine. 


BONUS PROFICIENCY 

When you choose this pursuit at 2nd level, you gain 
proficiency and expertise in the Medicine skill. If you are 
already have this proficiency, you can select a different 
skill from the adept skill list to become proficient in. If 
you already have expertise in Medicine, you may choose 
another skill you are proficient in to gain this bonus. 


LEARNED HEALER 

Beginning at 2nd level, you can use a healer’s kit to tend 
to a creature’s wounds and hurts, including your own. As 
an action you can spend one use of a healer’s kit to 


restore hit points to yourself or an ally within 5 feet. The 
number of hit points you restore is equal to two insight 
dice + your Intelligence modifier. A creature can't regain 
hit points in this way again until it finishes a short or 
long rest. 


REST AND MEND 

At 5th level, you can tend to a number of your party 
members equal to your Intelligence modifier during a 
short rest, in addition to yourself. Any creatures you 
tend to regain hit points equal to one inspiration die + 
your Intelligence modifier. 


RESOURCEFUL HEALER 

Also at 5th level, you can get twice as much use out of a 
healer’s kit. They have twenty charges when you use 
them. 

Additionally, if there are suitable materials at hand 
(leaves, twine, spirits, torn bits of clothing, etc.) you can 
use the Learned Healer feature even if you do not have 
access to a healer’s kit. You only heal half as much when 
using Learned Healer without a healer’s kit. 

Furthermore, expending a charge from your healer’s 
kit while in combat grants you 1 additional insight point. 


ANTIDOTES, TINCTURES AND COLD WATER 
Starting at 9th level, you can use an action and expend 
one charge of a healer’s kit to remove one of the 
following conditions from an ally within 5 feet: blinded, 
charmed, deafened, diseased, petrified, or poisoned. 
Once a conditon has been removed from a creature in 
this way, it cannot be so removed again until the 
creature finishes a short or long rest. 

Additionally, your frequent exposure to harmful 
substances and afflicted patients has given you 
immunity to poison and disease. 


EXPERT HEALING 

At 13th level, when you use the Learned Healer feature 
roll a Wisdom (Medicine) check. Add the result to the 
total amount healed. This number is halved if 
performing Learned Healer without a healer’s kit. 


MALPRACTICE 

Beginning at 18th level, when you hit a creature with an 
attack you can spend 3 insight points to use your 
medical knowledge to debilitate your target. The target 
must make a Constitution saving throw. On a failed save, 
the target suffers an effect based on its current hit points: 


+ 60 hit points or fewer: blinded for 10 minutes. 

+ 50 hit points or fewer: paralyzed for 1 hour. 

+ 40 hit points or fewer: paralyzed and unconscious for 1 hour. 
+ 30 hit points or fewer: killed instantly. 


You can spend additional insight points to 
increase the hit point threshold for each effect 
by 10 hit points for every insight point spent. 

This ability has no effect on constructs 
or undead. 


EXPLORER 


Adepts who choose the Explorer pursuit exemplify 
adaptability. Whether plumbing the depths of a dungeon, 
making contact with an unknown people, or leaping into 
battle, the Explorer comes armed with the worldly 
wisdom to best handle the situation. 


BONUS PROFICIENCY 

When you choose this pursuit at 2nd level, you gain a 
proficiency with cartographer’s tools, navigator’s tools, 
land vehicles, and water vehicles. You also learn one 
additional language of your choice. 


JACK OF ALL TRADES 

Also at 2nd level, you can add half your proficiency 
bonus, rounded down, to any ability check you make 
that doesn't already include your proficiency bonus. 


ADAPTABLE 
At 5th level, you can recalibrate and refocus your skills 
to adapt to the task and environment at hand. When you 
complete a short or long rest, you can gain the benefits 
of one adaptation of your choice, which are listed under 
“Adaptations” below. 

At 9th level you can choose two adaptations to benefit 
from at once, and at 18th level you can choose three. 


RAPID ADJUSTMENT 

At 13th level, you can use a bonus action to switch out 
any one active adaptation for an inactive one. You can't 
use this feature again until you finish a short rest. 


ADAPTIONS 
The adaptations are presented in alphabetical order. 

Dogged. When exhausted, you suffer the effects as if 
your level of exhaustion is one lower. You suffer no 
negative effects from level 1 exhaustion. Additionally, 
you cannot be stunned. 

Dungeon Raider. You have advantage on Wisdom 
(Perception) and Intelligence (Investigation) checks to 
find traps or hidden doors, and you can perfectly recall 
any path you have travelled since you activated this 
adaptation. 

Expedition Master. When you activate this 
adaptation, choose one type of terrain: arctic, coast, 
desert, forest, grassland, mountain, swamp, the 
Underdark, or the sea. While travelling for an hour or 
more in this terrain you gain the following benefits: 
difficult terrain doesn’t slow your group's travel, your 
group can't become lost except by magical means, even 
when you are engaged in another activity while 
traveling (such as foraging, navigating, or tracking), 
you remain alert to danger, and when you forage you 
find twice as much food as you normally would. 

Nimble. Your movement speed increases by 10 
feet and you can Dash as a bonus action. Moving 
through nonmagical difficult terrain costs you no 
extra movement. 

Hardy. You can ignore the effects of poison and 
disease. If you become poisoned or diseased and 
this adaptation is deactivated before the condition 
is removed, you immediately begin to suffer its 
effects. 


Linguist. You can communicate and understand 
simple ideas and concepts when speaking to creatures 
that have an Intelligence score of 8 or higher even if you 
do not share a language. You can also glean basic 
information from written samples of languages you do 
not know. The DM may have you roll an Intelligence 
check if you attempt ro read, communicate, or 
understand more complex ideas in an unknown 
language. 

Rough and Rumble. Your unarmed strikes deal an 
additional 1d4 damage and you can add your full 
proficiency bonus to Strength (Athletics) and Dexterity 
(Acrobatics) checks to initiate, maintain, or escape a 
grapple. 

Tough and Tumble. You can add your full proficiency 
bonus to Strength (Athletics) and Dexterity (Acrobatics) 
checks that are not contested by another creature. 

Trail Medic. As an action, you can expend one charge 
of a healer’s kit to grant a willing creature temporary hit 
points equal to half your adept level rounded down. If 
the creature has less than half of its maximum hit points 
remaining, you can grant a number of temporary hit 
points equal to your full adept level. Temporary hit 
points gained in this way are lost when finishing a short 
or long rest. 

Vigilant. You can't be surprised while you are 
conscious and you can choose to apply your Intelligence 
modifier instead of your Dexterity modifier to initiative 
rolls. 
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Artificer 


A hammer falls, shaping the gold ore that will be 
known in legends. An elf recites the words to 
enchant the rings that were built from the wood of 
an ancient tree, using its magic to release the curse 
on his beloved son. 


A dwarf in her blacksmith finishes silvering the 
weapon her companions requested to face the 
goblins that soon will invade the town. Even though 
she wasn't asked, she made some fine adjustments 
to better penetrate the goblin armor. A gnome raises 
a weird engine in his hands, finally completing his 
automaton and now being able to use that magic 
shield He found once found in a temple. 


Whether in the laboratory, at an anvil, in dungeons, 
or in town trading some exotic materials, an 
Artificer finds pleasure in wielding his or her magic 
to create new and exciting items that will shape 
the world... for better or worse. 


FIRE AND MAGIC 


_<« © Since all the items made in almost all worlds 
| \\ comes from an Artificer, every adventure should 
have one as acquaintance. Fire and magic doesn't 
‘only refer to the physical aspect of smithing and 
building, but to a way to live and create. The 
passion, the inventive, the desire to change the 
world and shape it in new ways are the goal of 
almost every Artificer, breaking the rules of what 
it’s set as natural and obvious. When other see 
madness, they see an opportunity. 


The strength of the Artificer doesn't come with the 
magic it wields, but in the ideas it carries. Many 
Artificer are mostly focused on discovering new 
ways to create life building automatons and golems, 

while other contribute with adventurers making 


< wie needed weapons to stop any danger to come. 
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LEGENDARY LORE 


Not every blacksmith or a wizard is an artificer. 
Some wizards who actually create items like scrolls 
and wands are not qualified enough to the 
standards of an Artificer. 

No inventor is called to a simple life since they must 
always deal with the extraordinary, but only an 
Artificer takes the adventuring path to gather either 
the materials or the knowledge to make things that 
seems to be taken from legends and defy even the 
gods. 

CREATING AN ARTIFICER eg 
Creating an Artificer demands attention on what 
it will be creating. Their backgrounds usually come 
with some event revolving around an Artificer 
experimentations. What you must think is how did 


your character first come into contact with magic 
and the office. How your character became crafty? 
Who taught you? Is it formal knowledge? Is your 
character a poor but crafty person or a rich one 
with many resources? 

What led you to adventuring? Was it the crave of 
new knowledge or perhaps an antique machinery 
reactivating again? Or maybe some strange material 
only found in far lands? 


QUICK BUILD 

You can make an Artificer quickly by following these 
suggestions. First, Intelligence should be your 
highest score, followed by Constitution or Dexterity. 
Second, choose the Guild Artisan background. 
Third, choose the Mage Hand, Mending and 
Shocking Grasp cantrips, along with the following 
1st-Level spells Identify and Magic Missile. 


CLASS FEATURES 


As an Artificer, you gain the following class features. 


HIT POINTS 

Hit Dice: 1d8 per Artificer level. 

Hit Points at 1st Level: 8 + your constitution 
modifier. 

Hit Points at Higher Levels: 1d8 (or 5) + your 
constitution modifier per Artificer level after 1st 


PROFICIENCIES 

Armor: Light Armor 

Weapons: Simple Weapons 

Tools: Choose one Artisan’s Tool 

Saving Throws: Constitution, Intelligence 
Skills: Choose Two between Arcana, History, 
Insight, Investigation, Medicine and Nature. 


EQUIPMENT 

You start with the following equipment, in addition 
to the equipment granted by your background: 

« Any simple weapon and leather armor. 

* (a) a component pouch or (b) an arcane focus 

¢ (a) a dungeoneer pack or (b) an explorer’s pack 


SPELLCASTING 


Your talent with magic resides in its uses to create 
and transform. As a student of the Arcane, you 
draw your true power from your creations, fueling 
your magic. See chapter 10 of the PHB for the 
general rules of spellcasting and the end of this 
document for the Artificer spell list. 


CANTRIPS 

At 1st level, you know three cantrips of your choice 
from the Artificer spell list. You learn additional 
Artificer cantrips of your choice at higher levels, as 
shown in the Cantrips Known column of the 
Artificer table. 


SPELL SLOTS 

The Artificer table shows how many spell slots you 

have to cast your spells of 1st level and higher. To 
cast one of these spells, you must expend a slot of 
the spell’s level or higher. You regain all expended 
spell slots when you finish a long rest. 


SPELLS KNOWN OF 1ST LEVEL AND HIGHER 
You know two 1st-level spells of your choice from 
the Artificer spell list. 

The Spells Known column of the Artificer table 
shows when you learn more Artificer spells of your 
choice. Each of these spells must be of a level for 
which you have spell slots. For instance, when you 
reach 3rd level in this class, you can learn one new 
spell of 1st or 2nd level. 


Additionally, when you gain a level in this class, you 
can choose one of the Artificer spells you know and 
replace it with another spell from the Artificer spell 
list, which also must be of a level for which you 
have spell slots. 


SPELLCASTING ABILITY 

Intelligence is your spellcasting ability for your 
Artificer spells. You use your Intelligence whenever 
a spell refers to your spellcasting ability. 

In addition, you use your Intelligence modifier when 
setting the saving throw DC for a Artificer spell you 
cast and when making an attack roll with one. 


Spell save DC = 8 + your proficiency bonus + your 
Intelligence modifier 
Spell attack modifier = your proficiency bonus + 
your Intelligence modifier 


SPELLCASTING FOCUS 

You can use an arcane focus(found in chapter 5) 
or one of your creations as a spellcasting focus for 
your Artificer spells. 


ARCANE RECOVERY 


You have learned to regain some of your magical 
energy. Once per day when you finish a short rest, 
you can choose expended spell slots to recover. 
The spell slots can have a combined level that is 
equal to or less than half your Artificer level 
(Rounded up) and none of the slots can be of 6th 
level or higher. 

For example, if you're a 4-th level Artificer, you can 
recover up to two levels worth of spell slots. You 
can recover either a 2nd-level spell slot or two 
1st-level spell slots. 


ARCANE IMBUER 


At 2nd level, when you use your action to cast a 
spell you can choose instead to imbue by touch it 
into a nonmagical object no larger than a 5-foot 
cube and set a condition to trigger the spell. 

If the object is being worn or carried by an unwilling 

creature you must first succeed a melee attack as 
if you were attempting to disarm (See Dungeon's 
Master Guide p.271). 


The spell slot used to imbue the spell remains used 
until it’s triggered or dismissed. The spell remains 
imbued by a number of hours equal to your 
constitution modifier (minimum 1). Once that time 
expires, the objects loses the effect without 
triggering. While used, you can't regain that spell 
slot with long or short rest. 

Imbuing an object requires concentration since 
youre linked magically with the imbued object. 


When it takes effect, the object becomes the point 
of origin of the spell. You can activate the effect or 
dismiss it with either a bonus action or a reaction 
if the condition for the triggering is met. 


In any case, the object must be in your line of sight 
to activate the spell. Most common triggers are 
touching, hitting, approaching it or even specific 
manipulation of the object. 


At level 6th, you can imbue objects up to 10-feet 
cube. Additionally, the object can be triggered even 
if it’s not in your line of sight and it’s on a 120-foot 
radius apart from you. 


At level 14th, the spell remains imbued until the 
end of a long rest. 

When you reach 18th level the object can trigger 
the spell if it’s on the same plane of existence. 


ARTIFICER ARCHETYPES 


When you reach 3rd level you choose one of these 
wonders, which represent your field of studies. 
Choose Gear Wonders or Gadget Wonders, both 
detailed at the end of the class description. Your 
choice grants you features at 3rd level and again 
at 7th, 11th and 15th levels. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 
8th,12th,16th and 19th level, you can increase one 
ability score of your choice by 2, or you can increase 
two ability scores of your choice by 1. As normal, 
you can’t increase an ability score above 20 using 
this feature. 


ENCHANTER HARMONY 


At 10th level you can attune to 4 magical objects 
instead of 3. 


EFFICIENT CASTING 


At 20th level, you can cast a number of spells equal 
to your constitution modifier while keeping 
concentration. If you receive damage and fail the 
saving throw all the spells in effect end. 


ARTIFICER WONDERS 


The ideal artificer has two expressions: which are 
defined by the things it creates: Gear Wonders and 
Gadget Wonder. 


GEAR WONDERS 


For some casters magic is the result of art. Gear 
Wonders is the path for those Artificers who 
specializes in creating items, not only swords and 
armors but cloth, jewelry and many wondrous item 
which are the adventurer’s best friend. 


TALENTED ENCHANTER 

At 3rd level, whenever you're crafting an item (See 
Page 187 of PHB) every day of work of yours counts 
as 25GP instead of 5GP. 

Additionally, you can spend a long rest to make an 
item counts as magical with the only effect of being 
magical. You can do this with a number of items 
equal to your Constitution ability modifier, since 
its requires part of your magical essence. If you 
exceed that number, the first item that was made 
magical breaks and loses its properties and the 
new item gains the benefits instead. 


ARCANE FORGER 

At 7th level whenever you're crafting an item (See 
Page 187 of PHB) every day of work of yours counts 
as 50GP instead of 5GP. 

Additionally you can imbue permanently with magic 
a number of items equal to your Constitution ability 
modifier. This doesn’t counts against the items 
made with Talented Enchanter feature. 

If you exceed that number, the first item that was 
made magical breaks and loses its properties and 
the new item gains the benefits instead. 

To make the item magical, you need to spend a 
long rest and imbue a spell no higher than 1st-level 
permanently on the item. 

The item requires attunement to use its magical 
properties and becomes the origin of the spell, 
which can be activated each day a number of times 
equal to your intelligence modifier. If the spell needs 
concentration, the duration becomes 1 minute per 
activation. 


EXPERT CRAFTER 

At 11th level whenever you're crafting an item (See 
Page 187 of PHB) every day of work of yours counts 
as 75GP instead of 5GP. 

Additionally, the limit of items that you can make 
with the Talented Enchanter feature is doubled. 


ENCHANTER SAVANT 

At 15th level whenever you're crafting an item (See 
Page 187 of PHB) every day of work of yours counts 
as 100GP instead of 5GP. 

Additionally you can imbue permanently with magic 
a number of items equal to your Constitution ability 
modifier. This doesn’t counts against the items 
made with Talented Enchanter or Arcane Forger 
feature. 


If you exceed that number, the first item that was 
made magical breaks and loses its properties and 
the new item gains the benefits instead. 

To make the item magical, you need to spend a 
long rest and imbue a spell no higher than 4th-level 
permanently on the item. 

The item requires attunement to use its magical 
properties and becomes the origin of the spell, 
which can be activated each day a number of times 
equal to your intelligence modifier. If the spell needs 
concentration, the duration becomes 1 minute per 
activation. 

Additionally, the limit of items that you can make 
with the Arcane Forger feature is doubled. 


GADGET WONDERS 


Some artificers are not so much interested in 
creating items as they’re interested in delving in 
the intricacies of building constructs and mocking 
life itself. It experiments helps to advance further 
in the fields of magic and technology, becoming the 
threat for those who want to avoid such growth. 
For these artificers, their automatons are the way 
they discover the truth about the world and most 
frequently it ends in a peculiar relationship between 
master and creation. 


AUTOMATON COMPANION 

At 3rd Level, you build a construct that 
accompanies you on your adventures and is 
designed to fight alongside you. When you first 
reach 3rd level, you must a spend a whole day 
building it and require a whole day every time you 
make a new one. At third level, you can do only one 

automaton (See the appendix A at the end of the 
document to see an example). 


Shaping the Automaton 

- Choose a creature that you've seen that has a 
challenge rating of % or lower and change its 
type for construct. 

- If it has CHA or INT of 12 or more, change to 
11 instead. 

- It uses the attacks of the based creature, but 
doesn’t have any passive abilities (Such as Keen 
Senses or Magical Resistance) 

- If the creature has the MultiAttack feature, it 
can't attack more than twice, it gains its total 
attacks when you reach 17th level on this class. 


Characteristics 

- It has your proficiency bonus to its attack rolls 
and damage rolls. 

e Its Hit Point Maximum equals its normal 
maximum or four times your artificer level, 
whichever is higher. Every time you achieve a new 
level in this class, the HP increases accordingly. 


- You can equip it with swords, armor and shields 
that you're proficient with. When adding more than 
one of these it uses only the highest modifier. 

e You can use your bonus action to verbally 
command it to take the Attack, Dash, Disengage, 
Dodge, Help or Ready an Action against a creature. 
If it doesn’t have any command, it will only defend 
itself against hostile actions. 

- If it reaches to O hit points, you must spend a 
short rest to repair it. You don't gain other benefits 
of the short rest. 


Features 

e Whenever you take an Ability Score 
Improvement, you can choose instead to improve 
one of the abilities of your construct and one of 
yours. 

- If you take a feat instead of an ability score 
improvement, you can choose instead one of your 
constructs gain it. 

e Ifits score in Intelligence or Charisma becomes 
equal or bigger than 12, it’s develops consciousness 
and acts on its own, being initially friendly to you 
as its creator. While conscious it can attune to a 
single magical item. 


UPGRADE 

Starting at 7th level you can create up to your 
intelligence modifier constructs. You achieve its 
creation after 1d4 days for each one you make. 
You can transfer any benefit your automaton gained 
by Ability Score Improvement, Feat or Fighting 
Style to another construct bonded to you as long 
as you have the automaton or parts of it. You do so 
by spending a long rest without losing the benefits 
of resting. 


COMPLEX THINKER 
At 7th level the base creature used to make the 
construct can be any of challenge rating of 1⁄2. 


TRAINED AUTOMATON 

At 7th level one of your constructs gains a fighting 
style between Archery, Defense, Dueling and 
Protection. You decide which one of your 
automatons gains this feature. 

Additionally, when you take a feat you can choose 
instead to give it to one of your constructs. 


LINKED AUTOMATON 

Starting at 11th level, you can use your action to 
teleport up to 30 feet to a space that you can see 
occupied by your construct, swapping places. 
Once you use this feature you can’t use it again 
until you finish a long rest or cast a spell of Ist 
level or higher. 


SCHEMA DESIGNER 
Also at 11th level the based creature used to make 
the construct can be any of challenge rating of 1. 


BONDED AUTOMATON 

At 15th level, when you cast a spell targeting 
yourself you can also affect a construct if it’s within 
30 feet of you. Your constructs automatically 
succeeds on its saving throws against the spells 
you cast on them if you choose to do so. 


REFINED AUTOMATON 
Additionally at 15th level, the based creature used 


to make the construct can be any of challenge rating 
of 2. 


MULTICLASSING 


Prerequisites: Intelligence 13 
Proficiencies gained: One Artisan’s Tool 


ARTIFICER SPELLS 
Cantrips Locate Object 
Blade Ward Magic Mouth 
Light Magic Weapon 
Mage Hand Melf s Acid Arrow 
Mending Pyrotechnics 
Mold Earth Scorching Ray 
Produce Flame See Invisibility 
Thunderclap Shatter 
Shape Water Silence 
Shocking Grasp Skywrite 

Snilloc’s Snowball 
ist Level Swarm 
Absorb Elements Spider Climb 
Alarm Warding Wind 
Burning Hands Web 
Catapult 
Chromatic Orb 3rd Level 
Color Spray Blinding Smite 
Comprehend Blink 
Languages Clairvoyance 
Detect Magic Counterspell 
Expeditious Retreat Create Food and Water 
False Life Daylight 
Feather Fall Dispel Magic 
Fog Cloud Elemental Weapon 
Grease Erupting Earth 
Ice Knife Fireball 
Identify Flame Arrows 
Illusory Script Fly 
Jump Gaseous Form 
Mage Armor Glyph of Warding 
Magic Missile Haste 
Sanctuary Leomund’s Tiny Hut 
Shield Lightning Bolt 
Silent Image Magic Circle 
Sleep Melf's Minute Meteors 


Tenser’s Floating Disc 
Thunderous Smite 
Thunderwave 


2nd Level 
Aganazzar’s Scorcher 
Arcane Lock 
Blindness/Deafness 
Brading Smite 
Cloud of Daggers 
Darkness 

Earthbind 
Enlarge/Reduce 
Find Traps 

Flaming Sphere 
Gust of Wind 

Heat Metal 
Invisibility 

Knock 

Levitate 


Nondetection 
Sending 

Slow 

Stinking Cloud 
Tongues 

Wall of Sand 
Wall of Water 
Water Breathing 


Ath Level 

Arcane Eye 

Blight 

Dimension Door 
Elemental Bane 
Fabricate 

Fire Shield 
Greater Invisibility 
Leomund’s Secret 
Chest 

Locate Creature 


Mordenkainen’s Private 


Sanctum 
Otiluke’s Resilient 
Sphere 
Polymorph 
Staggering Smite 
Stoneskin 

Storm Sphere 
Vitriolic Sphere 
Wall of Fire 
Watery Sphere 


5th Level 
Animate Objects 
Bigby Hand 
Cloudkill 

Cone of Cold 
Control Winds 
Planar Binding 
Scrying 

Seeming 
Telekinesis 
Teleportation Circle 
Transmute Rock 
Wall of Force 


6th Level 
Arcane Gate 
Blade Barrier 
Chain Lightning 
Contingency 
Disintegrate 
Eyebite 


Globe of Invulnerability 


Guards and Wards 
Investiture of Flame 
Investiture of Ice 
Investiture of Stone 
Investiture of Wind 
Magic Jar 

Move Earth 
Otiluke’s Freezing 
Sphere 
Programmed Illusion 
True Seeing 

Wall of Ice 


7th Level 

Delayed Blast Fireball 
Etherealness 

Fire Storm 

Forcecage 
Mordenkainen’s 
Magnificent Mansion 
Mordenkainen’s Sword 
Planar Shift 
Prismatic Spray 
Reverse Gravity 


Symbol 
Teleport 
Whirlwind 


8th Level 
Antimagic Field 
Demiplane 
Earthquake 
Incendiary Cloud 
Maze 

Sunburst 

Trap the Soul 


oth Level 
Foresight 

Gate 

Prismatic Wall 
Shapechange 
Time Stop 

True Polymorph 
Wish 


APPENDIX A: EXAMPLE OF AUTOMATON 


This Artificer picked a Flumph as it’s based creature to make its automaton. Notice how the type is now 
construct and that it’s intelligence is now 11 instead of 14. While it retains its damage immunities to 
psychic damage, it doesn’t have any psychic abilities since they're part of its passive abilities. Such 
things are at discretion of the Dungeon Master, but a good rule of thumb is to avoid any magic-like 
ability. In this case, the attack that has the venom is included since it’s not magical. The DM should rule 
how it gets that venom or if the Artificer can load any venom it has. 

As a last note, remember that its attacks uses the proficiency bonus from the Artificer. 


[na] 
Automaton FLUMPH 


Small construct 


Armor Class 12 
Hit Points 12 (or 4x Artificer Level) 
Speed 5ft Fly 30ft 


STR DEX CON INT WIS CHA 
6 (-2) 15 (+2) 10 (+0) 11 (+0) 14 (+2) 11 (+0) 
e—a 


Damage Immunities psychic 

Condition Immunities blinded, charmed, deafened, exhaustion, 
frightened, paralyzed, petrified, poisoned 

Senses darkvision 60ft., passive Perception 12 

Languages Artificer languages 

Challenge 1/8 (25 XP) 


E= a oa C 


Prone Deficiency If the automaton flumph is knocked prone, roll a 
die. On an odd result, the automaton lands upside-down and is 
incapacitated. At the end of each of its turns, the automaton 
flumph can make a DC 10 Dexterity saving throw, righting itself 
and ending the incapacitated condition if it succeeds. 


ACTIONS 


Tendrils Melee Weapon Attack: reach 5 ft., one creature. Hit: 4 (1d4 
+ 2) piercing damage plus 2 (1d4) acid damage. At the end of 
each of its turns, the target must make a DC 10 Constitution 
saving throw, taking 2 (1d4) acid damage on a failure or ending 
the recurring acid damage on a success. A lesser restoration spell 
cast on the target also ends the recurring acid damage. 


Stench Spray (1 Day) Each creature in a 15-foot cone originating 


from the flumph must succeed on a DC 10 Dexterity saving throw AA 

or be coated in a foul-smelling liquid. A coated creature exudes a de 
horrible stench for 1d4 hours. The coated creature is poisoned as poi D 
long as the stench lasts, and other creatures are poisoned while QB 
with in 5 feet of the coated creature. A creature can remove the PL, yi ue 
stench on itself by using a short rest to bathe in water, alcohol, or Qn í 
vinegar. A as a 


APPENDIX B: LIST OF POSSIBLE 


CREATURES FOR AUTOMATONS 


CHALLENGE 0 
Awakened Shrub 
Baboon 

Badger 

Bat 

Cat 

Crab 

Crawling Claw 
Deer 

Eagle 

Frog 

Giant Fire Beetle 
Goat 

Hawk 
Homunculus 
Hyena 

Jackal 

Lemure 

Lizard 

Myconoid Sprout 
Octopus 

Owl 


CHALLENGE 1/8 
(MM 319) Blood Hawk 
(MM 135) Flumph 

(MM 322) Flying Snake 
(MM 324) Giant Crab 
(MM 327) Giant Rat 
(MM 329) Giant Weasel 
(MM 195) Kobold 

(MM 060) Manes 

(MM 332) Mastiff 

(MM 218) Merfolk 

(MM 224) Monodrone 
(MM 333) Mule 

(MM 334) Poisonous Snake 
(MM 335) Pony 

(MM 276) Slaad Tadpole 
(MM 284) Stirge 

(MM 032) Twig Blight 


CHALLENGE 1/4 

(MM 012) Aarakocra 

(MM 318) Blink Dog 

(MM 319) Boar 

(MM 035) Bullywug 

(MM 057) Dretch 

(MM 128) Drow 

(MM 225) Duodrone 

(MM 020) Flying Sword 
(MM 323) Giant Badger 
(MM 323) Giant Centipede 
(MM 325) Giant Frog 

(MM 327) Giant Poisonous Snake 
(MM 330) Giant Wolf Spider 


(MM 166) Goblin 

(MM 175) Grimlock 
(MM 194) Kenku 

(MM 199) Kuo-toa 

(MM 216) Mud Mephit 
(MM 032) Needle Blight 
(MM 333) Panther 

(MM 253) Pixie 

(MM 254) Pseudodragon 
(MM 080) Pteranodon 
(MM 272) Skeleton 

(MM 217) Smoke Mephit 
(MM 283) Sprite 

(MM 217) Steam Mephit 
(MM 290) Troglodyte 
(MM 138) Violet Fungus 
(MM 195) Winged Kobold 
(MM 341) Wolf 

(MM 316) Zombie 


CHALLENGE 1/2 
(MM 317) Ape 

(MM 318) Black Bear 
(MM 042) Cockatrice 
(MM 046) Darkmantle 
(MM 215) Dust Mephit 
(MM 329) Giant Wasp 
(MM 163) Gnoll 

(MM 243) Gray Ooze 
(MM 186) Hobgoblin 
(MM 215) Ice Mephit 
(MM 193) Jackalwere 
(MM 204) Lizardfolk 
(MM 216) Magma Mephit 
(MM 212) Magmin 

(MM 232) Myconid Adult 
(MM 246) Orc 

(MM 252) Piercer 

(MM 336) Reef Shark 
(MM 262) Rust Monster 
(MM 263) Sahuagin 
(MM 267) Satyr 

(MM 269) Shadow 
(MM 164) Svirfneblin 
(MM 225) Tridrone 
(MM 032) Vine Blight 


CHALLENGE 1 


(MM 019) Animated Armor 
(MM 106) Brass Dragon Wyrmling 


(MM 033) Bugbear 


(MM 112) Copper Dragon Wyrmling 


(MM 321) Death Dog 
(MM 121) Dryad 
(MM 122) Duergar 
(MM 265) Fire Snake 


(MM 148) Ghoul 

(MM 166) Goblin Boss 

(MM 181) Harpy 

(MM 076) Imp 

(MM 200) Kuo-toa Whip 

(MM 226) Quadrone 

(MM 230) Quaggoth Spore Servant 
(MM 063) Quasit 

(MM 268) Scarecrow 

(MM 279) Specter 

(MM 288) Thri-kreen 

(MM 133) Young Faerie Dragon 
(MM 310) Yuan-ti Pureblood 


CHALLENGE 2 

(MM 133) Adult Faerie Dragon 
(MM 022) Azer 

(MM 088) Black Dragon Wyrmling 
(MM 109) Bronze Dragon Wyrmling 
(MM 131) Ettercap 

(MM 140) Gargoyle 

(MM 148) Ghast 

(MM 157) Gibbering Mouther 
(MM 161) Githzerai Monk 

(MM 163) Gnoll Pack Lord 

(MM 095) Green Dragon Wyrmling 
(MM 173) Grick 

(MM 191) Intellect Devourer 

(MM 205) Lizardfolk Shaman 
(MM 220) Mimic 

(MM 236) Nothic 

(MM 247) Orc Eye of Gruumsh 
(MM 247) Orog 

(MM 251) Peryton 

(MM 256) Quaggoth 

(MM 264) Sahuagin Priestess 
(MM 179) Sea Hag 

(MM 118) Silver Dragon Wyrmling 
(MM 279) Specter (poltergeist) 
(MM 078) Spined Devil 

(MM 209) Wererat 

(MM 102) White Dragon Wyrmling 
(MM 301) Will-o-wisp 


CREDITS 

This is not for sale and shouldn't be as it’s Homebrew material. 

Done by Matias Benavides (/u/Ungoliath) 

Revision by Rodrigo Menna (/u/rhockman) and Luis Arbit. 

Feedback in reddit by Toth201, Panwall SilentSin26, Leuku, PrimePhreak, 
Jessicreddit ,reallyreallygoodguy,arioch78, Vlaxxtocia, petrichorparticle and Xardrix. 
User arioch78 made the example automaton and list of monsters able to pick. 

User Smyris made the template used here for the automaton example and other 
elements of design. 


Art by 

kurunya for Until Dark, k-atrina and chasestone. (Users from Deviant Art) 

There is also other artists I don’t know the name, but not any piece of art belongs to 
me, and its uses belongs to the original artist as per usual. 


Dungeons and Dragons, D&D, Wizards of the Coast and all other Wizards of the 
Coast product are trademarks of Wizard of The Coast. 


BOMBS, GADGETS & GUNS 


hn 
Create eclectic characters that harness the awesome power ofitechnology, 
from this unofficial’supplement for the world’s greatest roleplaying 


This work is designed for use with the Dungeons and Drag th Edition Role he st LI Cc. 
Wizards of the Coast does not endorse this work. Any tradema Pom 


Steampunk Goggles by Toefje-Kunst 


ENGINEER 


A small, round object falls down through the cavern from a 
ledge above and lands at the feet of the orc chieftain. The orc 
barely has time to wonder what the object is when it erupts, 
spewing black smoke around him. Through the smoke the orc 
can almost make out a shadowy form gliding down from the 
ledge above. The shadow lands, pulls a small metallic object 
from her belt and flicks it toward the chieftain. As the object 
moves forward it unspools into a scourge made of sharp 
interlocked links of chain. The orc is no match for the whirling 
shadow. As the chieftain falls, the shadow flicks her wrist again 
and the weapon is once again safely and unobtrusively stowed 
on her belt. Now, time to find that treasure... 

The gnome pulls his goggles down over his greasy hair to 
cover his eyes and presses a button on the back of his gauntlet. 
He feels the hot, acrid breath of the gigantic purple worm as the 
maw of the creature lunges hungrily down toward him. Steam 
shoots out of nozzles on the back of his boots. The wrenches 
and gears that adorn his outfit rattle and clank as he is propelled 
forward with a burst of speed, safely out of the creature's grasp. 
He turns back toward the sandy behemoth, punches another 
button on his wrist, and a bright green ray of energy fires from 
an emitter on his fingertips. The worm roars in pain as the beam 
strikes. 

A dusty half-elf touches the handle of the pistol hanging 
on his belt as he ducks down an alley in an attempt to evade 
the group of bandits that are in pursuit of him. The cold metal 
gives him comfort, but he knowns that in addition to superior 
firepower, he literally has some tricks up his sleeve. The alley 
ends in a high stone wall — a dead end! The bandits round the 
corner and advance on him, certain that he has no way to escape. 
The gunslinger flips a lever on his belt as the bandits near him. 
In a flash, he disappears. The thugs freeze, looking confused, 
unsure where their prey has gone. The sound of a firearm round 
being chambered behind them is the last thing that they hear. 

Though their motivations and tactics might be different, each 
of these engineers employs their superior skill with machinery 
and technology to overcome the various obstacles that stand 
between them and their goals. Their resourcefulness allows 
them to invent and build devices which help them enhance their 
abilities and augment their weaknesses. 


City Outskirts by Sergey Skachkov 
Cross the Artificer by MatesLaurentiu 


APPLIED SCIENCES 


Not every scholar or inventor has the skills it takes to become 
an engineer. Engineers are not only students of science, but they 
are masters of turning scientific principles into new technology 
that has practical applications in the real world. 

Most have some education, though for many this education 
is the result of years of experimentation and tinkering rather 
than formal study. An engineer might be a member of a guild of 
like-minded craftspeople, or more likely, could simply be a self- 
taught loner with a talent for working with machinery. 

Engineers can do a little bit of everything. Whatever the 
challenge, they can invent, build, and adapt their gadgets to be 
the right tools for the job. 


MECHANICAL AFFINITY 


Few engineers come from uncivilized lands, but that doesn’t 
mean that they are comfortable in social situations. In fact, 
most engineers find that mechanical devices make more sense 
than people. Clockworks and steam engines are infinitely more 
predictable than the average person could ever be. For this 
reason, engineers are sometimes seen as aloof or awkward, and 
some can even be downright abrasive. 
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NGINEER 


iT: E 


Machine Mastery 


MAGE: every-angle-wrench by frappuu 


CREATING AN ENGINEER 


When creating an engineer, think about how your character 
learned the skills needed to work with machines. Did they 
teach themselves? Or were they trained by a guild or society of 
engineers? Perhaps they come from a culture like that of dwarves 
and gnomes where such skills are common. Or perhaps they 
just figured it out for themselves through experimentation. 


QuIcK BUILD 

You can make an engineer quickly by following these 
suggestions. First, Intelligence should be your highest ability 
score, followed by Dexterity. Second, choose the guild artisan 
background. Choose Fire Extinguisher Grappling Gun, 
Headlamp, Retractable Stilts, and Rearview Mirror as your 
trivial complexity gadget schematics and Parachute Cloak, 
Steam Spray, and Taser Gloves as your simple complexity 
schematics. 


CLASS FEATURES 


As an engineer, you gain the following class features: 


Hit POINTS 

Hit Dice: 1d6 per engineer level 

Hit Points at 1st Level: 6 + your Constitution modifier 

Hit Points at Higher Levels: 1d6 (or 4) + your Constitution 
modifier per engineer level after 1st 


Proficiency Schematics -Gadget Slots per Complexity Level— 
Level Bonus Features Known Trivial Simple Advanced Intricate 
Ist +2 Gadget Use, Mechanically Inclined 8 4 Žž — — 
2nd +2 Expertise, Master Crafter 10 4 2 — — 
3rd +2 Junkyard Hero, Sub-discipline 11 4 3 — — 
4th 12 Ability Score Improvement 12 5 3 = = 
5th +3 Fast Activation 13 5 4 = = 
6th +3 Mana-Powered Attacks 15 5 4 — — 
7th +3 Sub-discipline feature 16 5 4 1 — 
8th +3 Ability Score Improvement 17 5 5 2 — 
9th +4 Rapid Reconfiguration (3) 18 6 5 2 E 
10th +4 Sub-discipline feature 19 6 5 3 — 
11th +4 Academic Literacy 21 6 5 3 — 
12th +4 Ability Score Improvement 23 6 5 3 = 
13th +5 Rapid Reconfiguration (5) 24 6 6 4 = 
14th +5 Sub-discipline feature 26 6 6 4 — 
15th +5 — 27 6 6 4 1 
16th +6 Ability Score Improvement 28 6 6 5 1 
17th +6 Rapid Reconfiguration (7) 29 6 6 5 2 
18th +6 Indomitable Mind 30 6 6 5 2 
19th +6 Ability Score Improvement 31 6 6 5 3 
20th +6 33 6 6 5 3 


PROFICIENCIES 
Armor: Light armor 

Weapons: Simple weapons 

Tools: Tinker’s tools. 

Saving Throws: Dexterity, Intelligence 

Skills: Choose four from History, Insight, Investigation, 
Medicine, Perception or Sleight of Hand 


STARTING EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


«leather armor and a set of mechanic’s clothes 

e any simple melee weapon 

. (a) an explorer’s pack or (b) a scholar’s pack 

. (a) a light crossbow and 20 bolts or (b) any simple weapon 
e tinker’s tools 


Alternatively, you can chose to forego this starting equipment 
and instead begin with 5d4 x 10 gold pieces in addition to any 
wealth and equipment granted by your character background. 


I A o EEE SS) S 
Mechanic’s Clothes. Cost: 10 gp, Weight: 5 lbs. These clothes 
protect the wearer from grease and grime while providing 
excellent comfort and utility. The basic outfit consists of a set 
of overalls or a heavy apron along with sturdy boots, heavy 
gloves, and a tool belt. Mechanic’s clothes often include other 
occupational safety equipment such as dark-tinted goggles and 


a face mask that can be pulled up to cover the mouth and nose. 
xq P 


MULTI-CLASS ENGINEERS 


In order to qualify for a multiclass combination 
including the engineer class, you must have an 
Intelligence score of 13 or higher in addition to 


the needed prerequisite scores of your other classes. 
Characters who multiclass into the engineer class gain 
proficiency in light armor, tinker’s tools and one skill from the 
engineer class skill list. 
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Engineers with the technomancy sub-discipline who have 
the Spellcasting class feature or Pact Magic class feature from 
another class can use the spell slots they gain from any of their 
classes to cast spells they know or have prepared from any of 
their other classes. 


GADGET USE 


You are skilled at building mechanical gadgets that perform 
various functions and incorporating them into your clothing, 
armor, weapons and other gear. 


GADGET SCHEMATICS 

Gadgets are built using schematics which show the design 
parameters and intended operation of the device. Each 
schematic has a level of complexity that is classified as trivial, 
simple, advanced or intricate. 

You know 5 trivial schematics and 3 simple schematics of 
your choice from the list of gadget schematics presented in Part 
2 of this supplement. The Schematics Known column of the 
engineer table shows when you learn additional schematics. 
Additionally, when you gain a level in the engineer class, you 
can choose one of the schematics that you know and replace 
it with a different schematic from the schematic list. Any new 
schematic that you learn must be of a level of complexity which 
you are able to equip. 

Learning a schematic and turning the schematic into a 
working gadget costs an amount of money and time depending 
on the level of complexity. These costs include the parts and 
components needed to build the device as well the time spent 
prototyping, testing and troubleshooting the gadget to perfect 
its operation. The costs and time required for learning a new 
schematic are: 


Cost to Learn New Gadgets 


Complexity 

Level Cost to Learn Time to Learn 
Trivial 10 gp 1 hour 

Simple 50 gp 2 hours 
Advanced 250 gp 8 hours 
Intricate 1,250 gp 40 hours 


Gears - Stock by by Mezzochan 
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EQUIPPED GADGETS 

It takes time and effort to build and maintain your gadgets in 
working order. Repairs and preventive maintenance must be 
performed: sprockets greased, springs wound, coolant refilled, 
capacitors recharged, etc. For this reason, you can only maintain 
a limited number of equipped gadgets at any one time, as shown 
on the engineer table. As you level up, you become more skilled 
at building and maintaining these gadgets and are able to keep 
more of them functional at any one time. 

Each equipped gadget is integrated into one of your items of 
clothing or equipment as specified in the schematic description. 
Multiple gadgets using different schematics can each be 
integrated into the same piece of equipment. Each equipped 
gadget increases the weight of the item it is integrated into by 2 
pounds. 

You prepare your list of equipped gadgets from the list of 
schematics that you know, up to the maximum number shown 
on the engineer table. In order to equip a gadget you must have 
an available gadget slot of the same or higher level of complexity 
as the schematic for the gadget. 

Because of the expertise required to operate these gadgets 
and amount of personal customizations that each engineer 
makes to their gadgets, only the engineer that built it can use a 
gadget and benefit from its effects. 

Whenever you complete a long rest you can reconfigure your 
list of active gadgets, changing which gadgets you have equipped 
from among the schematics that you know. You can also remove 
a gadget from a single piece of equipment and install it onto 
a different piece of equipment whenever you reconfigure your 
gadgets. You must have access to your tinker’s tools in order to 
reconfigure your equipped gadgets. 


ACTIVATING GADGETS 

Some gadgets provide a continuous benefit as long as the 
gadget is equipped. Other gadgets have an effect that requires 
you to take an action in order to activate it. The type of action 
required to activate the effect will be listed in the description of 
the gadget. 

Object Interactions. Most gadgets are easy to activate, 
requiring you only to flip a switch or twist a dial. A gadget with 
an effect of this type can be activated at the same time you either 
move or take another action (such as an attack action). Some 
gadgets which can be used as weapons may require you take 
both an object interaction and an attack action at the same time. 

You can activate a second gadget effect that requires an 
object interaction on your turn by taking the Use an Object 
action. (See PHB pages 190 and 193 for more information 
about what sorts of actions can be combined with other actions.) 

Actions. A gadget effect with an activation time of 1 action 
requires that you focus your attention on the device in order to 
use it. 

Reactions. Some gadget effects can be activated as 
reactions. These effects are activated in response to some 
event. If a gadget can be activated as a reaction, the schematic 
description will tell you exactly when you can use it. 
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steam gunzz by Sidxartxa 


STACKING GADGET ACTIVATIONS 

You cannot activate two gadget effects that both require 1 
action during the same turn. You can activate both a gadget 
that requires 1 action and another gadget that requires only an 
object interaction by combining both activations into one action 
or by using the bonus action granted by your Fast Activation 
feature. 


GADGET ATTACK ROLLS AND SAVING THROWS 

Some gadgets can be used as weapons, allowing you to make 
an attack roll. The ability score bonus added to this attack roll 
is listed in the text for the schematic for that particular gadget. 


Gadget attack modifier = your proficiency bonus + 
the ability score modifier listed in the gadget description 


Your Intelligence modifier sets the DC for saving throws against 
effects created by the use of your gadgets. 


Gadget save DC = 8 + your proficiency bonus + 
your Intelligence modifier 


NONMAGICAL NATURE 

Although some gadgets create effects which are similar to 
those created by certain spells and magic items, gadgets and 
their effects are inherently non-magical. A gadget, or the effect 
created by a gadget, cannot be detected or dispelled using 
abilities that work on magic. Spells such as Detect Magic, 
Dispel Magic, Counterspell or Antimagic Field have no effect on 
the operation of a gadget. 


MECHANICALLY INCLINED 


Your skill with mechanical devices allows you to use your 
tinker’s tools to attempt to open mechanical locks and disarm 
mechanical traps. 


EXPERTISE 


At 2nd level, choose two of your skill proficiencies, or one of your 
skill proficiencies and your proficiency with tinker’s tools. Your 
proficiency bonus is doubled for any ability check you make that 
uses the chosen proficiencies. 


LS ee ee ~ 
MAKING GADGETS FEEL UNIQUE 

The list of engineer schematics and a full explanation of their 
effects can be found in Part 2 of this supplement. While the 
descriptions explain what the gadgets do, exactly how the 
gadgets achieve these effects has been left up to you. You should 
work with your DM to describe exactly how each of your gadgets 
operate, tailoring the descriptions to best fit your character and 
campaign world. For example, a Headlamp might be powered 
by a chemical battery or could harness the power of a rare type of 
crystal only found deep underground. Describing your gadgets 
can help to make your character unique and memorable, since 
no two engineers will necessarily do things the same way. 


x d 


MASTER CRAFTER 


You are a master crafter, capable of producing excellent work 
under budget and on time. Starting at 2nd level, when you craft 
an item using artisan’s tools that you have proficiency with, you 
must only expend raw materials worth one-third of the item’s 
total market value. You make progress every day you spend 
crafting in increments equal to 5 plus your engineer level in gp 
until you reach the market value of the item. 


JUNKYARD HERO 


Beginning at 3rd level, you can use your downtime to scavenge 
spare parts, useful chemicals, and raw materials which you can 
use to build your gadgets or to craft items. In order to do so, 
you must be in a city, junkyard, or another location where such 
items might be found. Your DM may limit the availability of 
certain types of materials depending on the location where you 
are scavenging. For each hour that you spend scavenging, you 
can locate 5 gp plus your engineer level worth of such materials. 
You can use the resources you collect while scavenging to 
pay the material cost of learning new gadget schematics, creating 
or repairing a clockwork companion, or as raw materials for 
crafting with artisans tools with which you have proficiency. 


SUB-DISCIPLINE 


Choose a sub-discipline, which describes your technological 
area of expertise. Three sub-disciplines are described here: 
demolitions, kinetics, and technomancy, all of which are detailed 
later in this class description. Your sub-discipline choice grants 
you additional features when you choose it at 3rd level and then 
again at 7th, 10th, and 14th level. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th, and 19th 
level, you can increase one ability score of your choice by 2, or 
you can increase two ability scores of your choice by 1. You can’t 
increase an ability score above 20 using this feature. 


FAST ACTIVATION 


Starting at 5th level you can use a bonus action on each of your 
turns in combat to take the Use an Object action, or to use your 
tinker’s tools to attempt to disarm a trap or open a lock. 
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MANA-POWERED ATTACKS 


Starting at 6th level, attacks made using your gadgets, firearms 
or ticker bombs count as magical for the purpose of overcoming 
resistance and immunity to nonmagical attacks and damage. 


RAPID RECONFIGURATION 


Starting at 9th level whenever you complete a short rest, you 
may reconfigure up to 3 of your equipped gadgets, switching 
them with different gadgets from the list of schematics that you 
know. You must have access to your tinker’s tools in order to 
reconfigure your equipped gadgets. At 13th level the number 
of equipped gadgets you can reconfigure increases to 5 and it 
increases again to 7 gadgets at 17th level. 


ACADEMIC LITERACY 


Starting at 11th level, you can add half your proficiency bonus, 
rounded down, to any Intelligence check you make that doesn't 
already include your proficiency bonus. 


INDOMITABLE MIND 


Beginning at 18th level, if your total for an Intelligence check is 
less than your Intelligence score, you can use that score in place 
of the total. 


MACHINE MASTERY 


When you reach 20th level, you gain complete mastery over 
two of your gadgets. Choose two simple complexity gadget 
schematics that you know. You always have these gadgets 
equipped and they do not count against your maximum number 
of equipped gadgets. If either of these gadgets has an effect 
that requires a short or long rest to recharge, you can take a 
bonus action to recharge the effect. You can do this once for 
each gadget but must finish a long rest before you can use this 
feature on the same gadget again. 

You can exchange one or both of the gadgets you chose for 
different gadgets of the same complexity by spending 8 hours 
modifying the gadgets using your tinkers tools. 
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SUB-DISCIPLINES 


Engineers specialize in various fields of science and technology, 
called sub-disciplines. Three different sub-disciplines are 
presented here: demolitions, kinetics and technomancy. 


DEMOLITIONS 


You are a student of the art of making things go boom. Your 
knowledge stretches from the mechanical (timers and 
detonators) to the alchemical (volatile compounds and chemical 
chain reactions). This knowledge allows you to craft and use 
small but powerful explosive devices which you can lob at your 
enemies on the battlefield. 


BONUS PROFICIENCIES 

At 3rd level, you gain proficiency with alchemist’s supplies and 
medium armor if you do not already have such proficiency. You 
also treat improvised weapons as simple weapons for purpose 
of proficiency. 


BOMB MAKER 
Starting at 3rd level, your superior skill with explosive 
compounds allows you to create alchemical bombs known as 
tickers. A ticker is a small mechanical orb filled with volatile 
chemicals. When you attack with a ticker, it explodes, dealing 
damage to any creature around the detonation point. 

Because the chemicals used to create tickers are unstable, 
you can carry only a limited number of them with you. You can 
carry a number of assembled ticker bombs with you equal to 
your Intelligence modifier plus half of your engineer level. 
During a long rest you can create a number of tickers up to the 
maximum number you are able to carry. You must have access 
to your tinker’s tools and alchemist’s tools in order to create 
tickers. You must also have one vial of alchemical catalysts for 
each ticker that you wish to create. - 
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Tickers are normally inert, but are activated by using an 
object interaction in combination with your attack action when 
you throw the ticker. Once activated, the ticker will explode on 
impact when it lands. 
sss SS. SSS SS om 
Alchemical Catalysts (1 vial). Cost: 10 gp, Weight: 1 Ibs. The 
raw materials used by engineers to create explosive ticker 
bombs, catalysts are chemicals that, while individually stable, 
produce violent chemical reactions when mixed together in 
the right proportions. Each ticker bomb that is created by an 
engineer requires the equivalent of 1 vial of catalyst chemicals. 
aE aE 


Tickers are treated as improvised ranged weapons for 
purposes of proficiency. They have the thrown trait and a range 


of 20/60. You can add either your Strength or Dexterity modifier = 


to the attack roll when attacking with a ticker. Each ticker weighs 
1 pound. 

If a ticker attack misses, the ticker will land 1d4 x 5 feet 
away from its intended target, exploding where it lands. Roll 
1d8 to determine the direction of the miss: 


Ticker Miss Direction 


a 
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Direction of Miss 
North 

North East 

East 

South East 

South 

South West 

West 

North West 
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The amount of damage done by a ticker you create depends 
on your engineer level as shown in the table below. Tickers 
deal their full damage dice to any creature within 5 feet of the 
device when it explodes if they fail on a saving throw or half as 
much damage if they succeed. Targets 5-10 feet away from the 
explosion take residual splash damage which is reduced by one 
damage die. The splash damage is further reduced by half if the 
affected creature succeeds on a saving throw. The type of saving 


Demolitions Engineer Ticker Damage 


Engineer 
Level 
3rd 
4th 
5th 
6th 
Tth 
8th 
9th 
10th 
11th 
12th 
13th 
14th 
15th 
16th 
17th 
18th 
19th 
20th 


Damage 
(Splash Damage) Ticker Type(s) Known 
Gas, Incendiary 


Frag, Frost 


Concussion 


Corrosive, Thermal 
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Medieval Atomic Bomb? 
by TickTockMang2 


throw rolled against ticker damage is determined by the damage 
type of the ticker. The DC of a saving throw against your ticker 
damage is equal to your gadget save DC. 

For example, a ticker rated for 3d4 damage deals 3d4 
(8) damage to any target within 5 feet of its detonation. The 
explosion also deals 2d4 (5) splash damage to targets 6-10 feet 
away from the blast. Both the regular and splash damage are 
halved if the affected targets succeed on their saving throw. 

You chose the type of damage that the ticker will deal 
when you create it. At 3rd level you know how to create both 
gas (poison damage) and incendiary (fire) tickers. At 7th level 
you also gain the ability to create frag (piercing) and frost (cold) 
tickers. When you reach 10th level you learn how to create 
concussion (thunder) tickers. Finally, at 14th level you gain the 
ability to build corrosive (acid) and thermal tickers (which deal 
radiant damage). 


Ticker Saving Throw/Damage Types 


Ticker Type Damage Type Saving Throw 
Gas Poison Constitution 
Incendiary Fire Dexterity 
Frag Piercing Dexterity 
Frost Cold Constitution 
Concussion Thunder Constitution 
Corrosive Acid Dexterity 
Thermal Radiant Constitution 


COUNTDOWN TIMER 

At 3rd level and higher, you gain the ability to rig a ticker so that 
it explodes on a timer instead of on impact. As an action, you 
can activate the timer of a ticker in your possession, choosing 
a number of rounds between 1 and 10. Once programmed, the 
ticker will detonate at the end of your turn after the chosen 
number of rounds has elapsed. A ticker on a timer can be 
disarmed by a successful disarm traps check with a DC equal to 
your gadget save DC. 


BONUS GADGET 

When you reach 7th level you automatically gain access to 
the schematic for the Grenade Launcher gadget. Learning 
the schematic does not count against your normal number of 
schematics known. Once you gain access to this schematic, 
you always have it equipped and it does not count against your 
maximum number of equipped gadgets. 
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GooD COMMAND 

When you reach 7th level you have become so skilled at placing 
your ticker attacks that you gain some control over where a 
missed attack will land. If you miss on an attack with a ticker, 
roll to determine the direction and distance of the miss as 
normal. You can choose to reroll one of these results. If you do 
so, you must use the result of the second roll. 


EVASION 

Beginning at 10th level, you can nimbly dodge out of the way 
of certain area effects. When you are subjected to an effect that 
allows you to make a Dexterity saving throw to take only half 
damage, you instead take no damage if you succeed on the 
saving throw and only half damage if you fail. 


VIOLATILE OVERLOAD 

When you reach 14th level you gain the capability to overload 
your tickers. An overloaded ticker has its damage and splash 
damage both reduced by one die, but has an additional effect 
based on the type of damage that the ticker deals. You chose 
to overload a ticker before you make an attack with or activate 
a countdown timer for that ticker. Once you have overloaded a 
ticker you cannot overload another until you finish a short or a 
long rest. 

Gas. Any target damaged by the ticker that fails their saving 
throw is poisoned. At the end of each of its turns, a creature 
poisoned by the ticker can make another saving throw. The 
condition ends if the saving throw succeeds. 

Incendiary. Thick, black smoke fills a 20 foot sphere around 
the point where the ticker detonates. The smoke blocks line-of- 
sight and anything inside of this area is heavily obscured. This 
smoke lasts for 1d4 rounds unless dispersed by a moderate or 
greater speed wind. 

Frag. Any target damaged by the ticker that fails their saving 
throw is deafened. At the end of each of its turns, a creature 
deafened by the ticker can make another saving throw. The 
condition ends if the saving throw succeeds. 

Frost. Any target damaged by the ticker that fails their 
saving throw has their movement speed reduced by half until 
the beginning of your next turn. 

Concussion. Any target damaged by the ticker that fails 
their saving throw is stunned until the start of your next turn. 

Corrosive. Any target damaged by the ticker that fails their 
saving throw takes additional 1d8 acid damage at the start of 
each of its turns. A creature can end this damage by using its 
action to wash the acid off of themselves using a vial water or 
another suitable liquid. 

Thermal. Any target damaged by the ticker that fails their 
saving throw is blinded until the start of your next turn. 


KINETICS 


Kinetic engineers study the science of motion and the release 
of energy and apply this knowledge using specialized weapons 
called firearms. These exotic ranged weapons use a small, 
controlled explosive charge to propel metal projectiles (known 
as slugs) toward their target at a very high rate of speed, 
unleashing a devastating amount of kinetic energy. 


BONUS PROFICIENCIES 
At 3rd level, you gain proficiency with firearms weapons and 
medium armor. 
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GUNSMITH 
Starting at 3rd level, you know how to build and maintain 
firearms and ammunition using your tinker’s tools. 


BONUS GADGETS 

When you reach 3rd level you automatically gain access to your 
choice of either the schematic for the Gunshot Suppressor 
or the Concealed Carry gadget if you don't already know this 
schematic. Learning the schematic does not count against your 
normal number of schematics known. Once you gain access 
to this schematic, you always have it equipped and it does not 
count against your maximum number of equipped gadgets. 


Steampunk by NoName-Face 
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Again at 7th level you gain access to another bonus 
schematic of your choice. You may choose between either 
the Ammunition Clip or Targeting Scope gadgets. Learning 
the schematic does not count against your normal number of 
schematics known. Once you gain access to this schematic, 
you always have it equipped and it does not count against your 
maximum number of equipped gadgets. 


FIGHTING STYLE: ARCHERY 
Starting at 7th level you gain a +2 bonus to attack rolls you make 
with ranged weapons. 


ENGINEER FIREARMS (RANGED) WEAPONS 

Hand-Gun. Cost: 150 gp, Damage: 1d8 piercing, Weight: 4 lbs., 
Properties: Ammunition (range 30/80), reload (1 shot), light, 
loud. A slug-throwing pistol that is meant to be used in one-hand. 
Scatter-Gun. Cost: 600 gp, Damage: 1d8 piercing, Weight: 8 
lbs., Properties: Ammunition (range 20/40), reload (1 shot), 
scatter, loud. A short-barreled gun that shatters the slug, 
scattering fragments of shrapnel to inflict maximum damage at 
close range. 

Long-Gun. Cost: 300 gp, Damage: 1d10 piercing, Weight: 10 
lbs., Properties: Ammunition (range 50/150), reload (2 shots), 
two-handed, loud. A gun with a longer barrel for increased 
range and velocity. 

Heavy-Gun. Cost: 500 gp, Damage: 1d12 piercing, Weight: 15 
lbs., Properties: Ammunition (range 30/100), reload (2 shots), 
heavy, two-handed, loud. Smaller but weightier than the long- 
gun, this firearm packs superior punch but has shorter range. 


Ammunition 
Slugs (10). Cost: 2 gp, Weight: 1 lb. Up to 50 slugs can be 
carried in a typical pouch. 


Weapon Properties 

Reload. See page 267 of the Dungeon Master's Guide. 

Loud. This weapon makes a loud noise whenever it is used 
to attack. This noise can be heard over long distances and can 
give away the location of its wielder. 

Scatter. This weapon deals an extra 1d8 piercing damage 
on a successful hit if the target is not at long range. 


UNCANNY DODGE 

Starting at 10th level, when an attacker that you can see hits you 
with an attack, you can use your reaction to halve the attack’s 
damage against you. 


MULTIATTACK 
At 14th level chose one of the following three features: 

Guns Akimbo. When you take the Attack action and attack 
with a firearm that you’re holding in one hand, you can use 
a bonus action to attack with a different firearm that you're 
holding in the other hand. You don’t add your ability modifier to 
the damage of the bonus attack, unless that modifier is negative. 

Slugger. When you use the attack action to attack with 
a one-handed melee weapon, you can use a bonus action to 
attack with a loaded firearm with the light property that you 
are holding in the other hand. Being within 5 feet of a hostile 
creature doesn’t impose disadvantage on the bonus attack as 
long as both attacks are made against the same target. 

Rapid Fire. When you use the attack action to attack with 
a firearm that has the two-handed property, you can use a 


Massacre cannon 
N by WarGodDarkWolf 


bonus action to make a second attack with the same firearm. 
The second attack may be made against the same target as the 
first attack or against another target that is within 10 feet of the 
first target. The firearm must be loaded with at least 2 pieces 
of ammunition since both the initial attack action and bonus 
action consume ammunition. 


TECHNOMANCY 


A technomancer understands that magic is merely a form 
of science that has not yet been completely understood. 
Technomancers commit themselves to the study of both magic 
and technology and seek to integrate the two into a potent 
whole. 


BONUS PROFICIENCIES 
Beginning at 3rd level, you gain proficiency in the arcana skill if 
you do not already have such proficiency 


BONUS SCHEMATICS KNOWN 

When you reach 3rd level you learn 2 extra Schematics Known 
in addition to the number shown on the engineer table. You 
may choose an additional two bonus Schematics Known when 
you reach 7th level (+4 Schematics Known), 10th level (+6 
Schematics Known) and again at 14th level (+8 Schematics 
Known). These schematics must be of a level that you can equip. 


TECHNO MAGIC 

When you reach 3rd level, you augment your technological 
expertise with the ability to cast wizard spells. See chapter 10 
of the Player's Handbook for the general rules of spellcasting 
and chapter 11 for the wizard spell list. 

Technomancers focus their magical study on two different 
schools of magic: Divination and Transmutation. Divination 
spells allow the technomancer to find objects and information 
through arcane means in addition to using more conventional 
methods of study; while transmutation spells allow them to 
change the state and nature of materials. Technomancers 
learn a relatively small number of spells, which they commit to 
memory rather than writing them down in a spell book. 

Cantrips. You learn two cantrips of your choice from the 
wizard spell list. You learn an additional wizard cantrip of your 
choice at 10th level. 

Spell slots. The technomancer spellcasting table shows 
how many spell slots you have. The table also shows what the 
level of those slots is; all of your spell slots are the same level. 
To cast one of your wizard spells of 1st level or higher, you must 
expend a spell slot. You regain all your expended technomancer 
spell slots when you finish a short or long rest. 

For example, when you are 7th level, you have two 2nd-level 
spell slots. To cast the 1st-level spell Identify, you must spend 
one of those slots, and you cast it as a 2nd-level spell. 

Spells Known of 1Ist-Level and Higher. At 3rd level, you 
know two 1st-level wizard spells of your choice, one of which 
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you must choose from either the divination and transmutation 
spells on the wizard spell list. The other can come from any 
schoool of magic. 

The Spells Known column of the technomancer spellcasting 
table shows when you learn more wizard spells of 1st level or 
higher. Each of these spells must be a divination or transmutation 
spell of your choice, and must be of a level no higher than what 
is shown in the table’s Slot Level column for your level. For 
instance, when you reach 8th level as a technomancer, you can 
learn one new spell of 1st or 2nd level. 

The spells you learn at 8th, 14th, and 20th level can come 
from any school of magic. 

Whenever you gain a level as an engineer, you can replace 
one of the wizard spells you know with another spell of your 
choice from the wizard spell list. The new spell must be of a level 
no higher than what is shown in the table’s Slot Level column 
for your level, and it must be a divination or transmutation spell, 
unless you're replacing the spell you gained at 8th, 14th, or 20th 
level. 


Technomancer Engineer Spellcasting 


Engineer Cantrips 
Level Known 
3rd 2 

Ath 
Sth 
6th 
Tth 
8th 
9th 
10th 
11th 
12th 
13th 
14th 
15th 
16th 
17th 
18th 
19th 
20th 


Spells 
Known 
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Spellcasting Ability. Intelligence is your spellcasting ability 


for your wizard spells, since you learn your spells through study ~ 
and memorization. You use your Intelligence whenever a spell | 


refers to your spellcasting ability. 


Spell save DC = 8 + your proficiency bonus + 
your Intelligence modifier 


saving throw DC for a wizard spell you cast and when ma 
an attack roll with one. 


Spell attack modifier = your proficiency bonus + 
your Intelligence modifier 


MANA BATTERY w 
At 3rd level you gain the ability to channel your magic directly 
into your devices, expending one of your spell slots to recover. 


the use of an activated effect of a gadget that would normally . 


require a short or long rest to recharge. The level of the spell: 
slot expended determines the complexity of the gadget that you 
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can recharge. A 1st level spell can recharge a trivial complexity 
gadget, a 2nd level slot can recharge a simple or lower 
complexity gadget, a 3rd level spell slot can recharge a gadget of 
advanced or lower complexity, and a 4th level or higher spell slot 
can recharge the activated effect on a gadget of any complexity 
level. 

If you have another class with the Spellcasting or Pact 
Magic features, you can expend a spell slot from any of your 
classes to recharge a gadget, not just spell slots gained from 
your technomancer sub-discipline. 


CLOCKWORK COMPANION 

When you reach 7th level you gain the ability to build a 
mechanical clockwork companion. Creating the clockwork 
requires 4 hours of time and costs 150 gp in raw materials. 
You must choose one of the two features listed below, which 
determine the form and function of the clockwork. 

The clockwork has the statistics of the chosen form, 
though it has the creature type construct instead of its normal 
type. Additionally, if the beast your clockwork emulates has 
an Intelligence score of 5 or less, its Intelligence becomes 6 
instead, and it gains the ability to understand one language of 
your choice that you speak. The clockwork doesn’t require air 
to breathe, food, drink, or sleep and is immune to the effects of 
both poison and disease. 

While your clockwork companion is within one mile of you, 
you can issue commands to it via a wireless communications 
link. Activating this link requires you to use an object interaction. 

If the clockwork drops to 0 hit points it ceases to function. 
However, it can be repaired. Repairing a broken clockwork 
companion takes 2 hours and costs 50 gp in raw material. 
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Clockwork Horse by indigowarrior 


Clockwork Familiar. Your clockwork takes the form of a 
small animal that acts as your familiar. The clockwork can be in 
the form of any small beast such as a bat, cat, crab, frog, hawk, 
lizard, owl, rat, raven, snake, spider, or weasel. Your familiar 
acts independently of you, but it always obeys your commands. 
In combat, it rolls its own initiative and acts on its own turn. The 
clockwork familiar can’t attack, but it can take other actions as 
normal. Additionally, when you take the attack action, you can 
forgo one of your own attacks to allow your familiar to make one 
attack of its own. 

When you activate the wireless link to communicate with 
your familiar, if you are within 100 feet of your familiar, you 
can chose to see through your familiar’s eyes and hear what it 
hears until the start of your next turn, gaining the benefits of any 
special senses that the familiar has. During this time, you are 
deaf and blind with regard to your own senses. While perceiving 
through your clockwork familiar’s senses, you can also speak 
through your familiar in your own voice, even if your familiar 
is normally incapable of speech. You can end this link early by 
taking a bonus action on your own turn. 

When you cast a spell that has a range of touch, your 
clockwork familiar can deliver the spell as if it had cast the spell. 
Your familiar must be within 100 feet of you, and it must use its 
reaction to deliver the spell when you cast it. If the spell requires 
an attack roll, you use your attack modifier for the roll. 

You can use an object interaction to temporarily power off 
your clockwork familiar. The clockwork folds up into a 6 inch 
cube which weighs 1 pound, allowing it to be easily carried with 
you. The clockwork familiar can be reactivated by using another 
object interaction. 
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You can only have one clockwork familiar at a time, but 
you can dismantle your existing clockwork and rebuild it in a 
different form. Rebuilding a clockwork familiar takes 1 hour. 

Clockwork Steed. Your clockwork takes the form of a 
riding horse, pony, camel, elk, mastiff or other 4-legged riding 
beast. Your steed serves you as a mount, both in combat and 
out. As an intelligent mount, your clockwork can either act 
independently of you or be controlled by you during combat. 
However, your steed always obeys your commands, even when 
acting independently of you. While mounted on your clockwork 
steed, any gadget effect that you control which would normally 
only affect you also affects your steed as well. 

You can’t have more than one clockwork steed at a time, 
but you can dismantle your existing steed and rebuild it in a 
different form. Rebuilding a clockwork steed takes 2 hours. 


CLOCKWORK ENHANCEMENT 
Starting at 10th level you can forgo your action to have your 
clockwork companion cast one of the following spells, which 
vary depending on whether you chose the Clockwork Familiar 
or Clockwork Steed option at 7th level. If you chose the 
Clockwork Familiar option your clockwork can cast Fireball, 
Hypnotic Pattern, or Major Image. If you chose the Clockwork 
Steed option, your clockwork can cast Fear, Fly, or Haste. 
These spells are cast as 3rd-level spells. For purposes of 
range and sight, the spell is treated as if it had been cast by 
your clockwork. However, any saving throw DC is determined 
as though you had cast the spell yourself. If the spell requires 
concentration, you must maintain concentration as though 
you had cast the spell yourself. Once used, this ability cannot 
be used again until you have completed a long rest. You cannot 
recover the use of this ability by using your mana battery class 
feature. 


Use MAGIC DEVICE 

By 14th level, you have learned enough about the workings of 
magic that you can improvise the use of items even when they 
are not intended for you. You ignore all class, race, and level 
requirements on the use of magic items. 
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Engineer Gadgets 


TRIVIAL COMPLEXITY 
A/V Recorder 
Antitheft Device 
Battering Fists 
Boomerang Weapon 
Breathalyzer 

Chain Whip 
Clockwork Messenger 
Crossbow Autoloader 
Entropy Reducer 
Extradimensional Toolbox 
Fire Extinguisher 
Flaregun 

Flotation Device 
Grappling Gun 
Gnomish Militia Tool 
Headlamp 

Laser Pointer 
Mechanical Parasol 
Power Punch 
Rearview Mirror 
Retractable Bayonet 
Retractable Ice Skates 
Retractable Stilts 
Spring-Loaded Scabbard 
Spy Bug 

Treasure Detector 
Water Condenser 
Weapon Flinger 
Writing Pen 


SIMPLE COMPLEXITY 
3D Sunglasses 
Antigravity Gloves 
Blacklight 

Bladed Boots 
Chameleon Cloak 
Concealed Carry 
Defibrillator 
Discombobulation Ray 
Electromagnetic Grabber 
Firestarter 

Food Irradiator 

Glue Gun 

Gunshot Suppressor 
Guided Munitions 
Gyro Stabilizer 
Healing Infusion 
Hearing Booster 
Implanted Tracking Device 
Inertial Dampener 
Lie-Detecting Compass 
Mechanical Fan 
Memory Eraser 
Metabolism Infusion 
Net Launcher 
Neuro-Suggestive Parchment 
Night Vision Goggles 
Oil Slick Boots 
Parachute Cloak 
Paranormal Scanner 
Pop-Up Shield 
Powered Armor 
Protoplaser 

Proximity Detector 
Rebreather 

Recovery Field 
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Retractable Flippers 
Smokescreen Emitter 
Sonic Beam Module 
Sound Dampener 
Steam Spray 

Taser Gloves 
Tranquilizer Timepiece 
Universal Translator 
Weapon Reach Extender 
Webshooter 

Wrist Rockets 


ADVANCED COMPLEXITY 
Adrenaline Infusion 
Adaptive Armor 
Ammunition Clip 
Antigravity Boots 
Automated Defense Turret 
Ballistic Rounds 
Chainsaw Sword 
Clockwork Trap 
Electronic Eye 

Ghost Anchor 
Grenade Launcher 
Holographic Disguise 
Inflatable Shoes 

Life Form Scanner 
Lightning Gun 

Mass Protoplaser 
Particle Accelerator 
Personal Glider 
Personal Sonar 
Positive Energy Projector 
Proton Beam 

Reset Button 

Spell Nullifier 

Spring Boots 
Spyglass Eyeglass 
Stim Infusion 

Suction Cup Climbers 
Targeting Scope 
Thought Projector 
Tinfoil Hat 
Transmogrifying Ray 
Weather Rocket 
Wheeled Heels 


INTRICATE COMPLEXITY 
Advanced Opti-Visor 
Banish Ray 
Disintegration Ray 
Full Auto Conversion 
Invisibility Generator 
Jetpack 

Mind Control Hat 
Mining Drill 
Nanobot Infusion 
Personal Forcefield 
Personal Teleporter 
Quake Machine 
Regeneration Ray 
Sparkgap’s Coil 
Time-Dilation Zone 


Gadget Descriptions 


The gadgets are presented in alphabetical order. 


3D SUNGLASSES 
Simple complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: Continuous (+1 reaction, special) 


With this gadget equipped, both you and creatures and objects 
that you are trying to perceive which are greater than 10 feet 
away from you, are shielded from the visual effects of direct 
sunlight. 

Retinal Shield. With this gadget equipped, you can use 
your reaction to activate this effect whenever you have to make a 
saving throw versus an effect that could blind you. If you do, you 
have advantage on the saving throw. After being used this effect 
must be reset and you cannot use it again until you complete a 
short or a long rest. 


AV RECORDER 
Trivial complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: 1 object interaction 


This gadget allows you to record sound and/or visual images 
of objects that you can see and hear within 60 feet of you. You 
can begin recording by taking an object interaction to activate 
the gadget and you can take a second object interaction to stop 
the recording. When you activate the recorder, you can chose 
to record sound only, images only, or both images and sound. 
Messages of up to 1 minute in length can be recorded and stored 
recordings can be played back by taking an object interaction. 


ADAPTIVE ARMOR 
Advanced complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 reaction 


With this gadget equipped, you can use your reaction to activate 
it whenever you are targeted by an attack, spell, or effect that 
deals acid, cold, fire, lightning, or thunder damage. Until the end 
of your next turn, you gain resistance to damage of the same 
type as the attack. Once used this gadget must be recharged and 
cannot be used again until you complete a short or a long rest. 


ADRENALINE INFUSION 
Advanced complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 object interaction 


When this gadget is equipped, you can use an object interaction 
to activate it. During the same turn that the device is activated, 
you can take one additional action on top of your regular action 
and a possible bonus action. This additional action can be used 
to take any action except the attack action. Once you have used 
this gadget, its effect must be recharged and cannot be used 
again until you complete a short or long rest. 
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ADVANCED OPTI-VISOR 
Intricate complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: 1 object interaction 


You may take an object interaction to activate this gadget. For 
the next five minutes you have Truesight, you notice hidden 
and secret doors, and you can see into the border region of the 
Ethereal Plane, all out to a range of 120 feet. Once this effect 
has been used, the gadget must be recharged and cannot be 
used again until you have completed a short or long rest. 


AMMUNITION CLIP 
Advanced complexity gadget schematic 


Equipment Type: Weapon (a firearm with the reload trait) 
Activation Type: Continuous 


When this gadget is equipped, the firearm that the gadget is 
integrated with can hold additional ammunition, allowing the 
weapon to fire more shots before needing to be reloaded. The 
firearm gets an additional +10 shots added to its reload trait. 


ANTIGRAVITY GLOVES 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction 


When this gadget is equipped, you can take an object interaction 
to activate it. Your push/drag/lift capacity is doubled for the next 
5 minutes. Once used, the gadget must be recharged and this 
effect cannot be used again until you finish a short or long rest. 


ANTIGRAVITY BOOTS 
Advanced complexity gadget schematic 


Equipment Type: Boots 
Activation Type: 1 object interaction 


When this gadget is equipped, you can take an object interaction 
to activate it. For the next 3 minutes you can float above the 
ground as if immune to the effects of gravity. You can change 
your altitude up or down when moving, up to a maximum of 20 
feet above the ground. Walking while floating above the ground 
is very difficult and costs 2 feet of movement for every 1 foot you 
move. When the effect ends you float gently to the ground if you 
are still aloft. Once you have used this gadget, its effect must be 
recharged and cannot be used again until you complete a short 
or long rest. 


ANTITHEFT DEVICE 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: Continuous 


When this gadget is equipped, other creatures have disadvantage 
on any Dexterity (Sleight of Hand) checks that they make in an 
attempt to steal objects that are in your possession. Additionally, 
you automatically know when a failed attempt to pick your 
pockets has been made. 


AUTOMATED DEFENSE TURRET 
Advanced complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 action 


When this gadget is equipped you can take an action to setup 
and activate an automated turret which uses the weapon that 
this gadget is integrated into. You must place the turret in an 
unoccupied 5 foot space within 10 feet of you. The turret has 
a speed of 0, AC 10, 10 hit points, and is immune to psychic 
damage. When you deploy the turret, you load it with up to 10 
pieces of ammunition from your inventory. 

At the end of each of your turns, the turret automatically 
targets the nearest enemy creature and makes an attack action 
against that creature. Each shot the turret fires consumes one 
of the pieces of ammunition that the turret is loaded with. The 
range of the turret’s attack is the same as the weapon that the 
turret is integrated with. When the turret attacks it adds both 
your proficiency bonus and your Intelligence bonus to the attack 
roll. If the attack hits, the turret deals damage equal to the 
damage dice for the weapon that the turret is integrated into 
plus your Intelligence bonus. 

The turret fires the weapon each round as long as there is 
a valid target within range. The turret functions for ten minutes 
or until the weapon it is integrated with runs out of ammunition 
or it is reduced to zero hit points. You can also use an object 
interaction to power the turret down early. 

When you reach 11th level, the AC of the turret increases by 
3 (AC 13) and its hit points increase by an additional 10 (20 hit 
points). The AC and hit points increase again when you reach 
17th level (AC 16, 30 hit points). 

Once you have used this gadget, its effect must be reset and 
cannot be used again until you complete a short or long rest. 


BALLISTIC ROUNDS 
Advanced complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: Continuous 


This gadget increases the velocity of shots fired by the weapon 
it is attached to. When you hit with an attack using this weapon 
you roll the weapon’s damage dice twice. The weapon deals 
damage equal to the higher of the two rolls. 


BANISH RAY 
Intricate complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped, you can use an action to shoot a 
ray of energy at a target creature you can see within 50 feet of 
you. The target must succeed on a Charisma saving throw or be 
temporarily banished to a pocket dimension. While banished, the 
creature is incapacitated. At the beginning of each of its turns, 
the target may make another saving throw versus Charisma. If 
the save fails, the creature remains banished. The effect ends 
if the target succeeds on a saving throw to resist the effect or 
at the end of their third turn after they are banished. When the 
effect ends the target reappears in the space that it left or in the 
nearest unoccupied space if that space is occupied. Once you 
have used this gadget, its effect must be recharged and cannot 
be used again until you complete a short or long rest. 
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BATTERING FISTS 
Trivial complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: Continuous 


When this gadget is equipped, you get a +2 bonus on any 
checks to force open a stuck, locked, or barred door. This bonus 
increases by an additional +2 when you reach 5th level (+4). 
Starting at 11th level you also have advantage on these checks. 


BLACKLIGHT 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate it, this gadget 
casts a low intensity, violet colored light in a 5 foot cone in 
whatever direction you are facing. The light makes objects 
appear sharper and makes visible searches easier. You have 
advantage on Intelligence (Investigation) checks that rely on 
sight while searching an area or studying an object that is 
illuminated by this light. The light lasts for 1 minute or until 
you switch it off by taking an object interaction. Once used, this 
gadget must be recharged and you cannot use it again until you 
complete either a short or long rest. 


BLADED BOOTS 
Simple complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action to attempt to hobble an 
opponent using a spring-loaded blade hidden in your boots. Make 
a melee attack roll against a creature within 5 feet of you. You 
add your Dexterity modifier and proficiency bonus to this roll. 
If the attack hits, it deals 1d4 piercing damage and the target’s 
speed is reduced by -10 feet until it regains hit points equal to 
the amount of damage dealt by this attack. The damage done by 
this attack increases by an additional 1d4 when you reach 11th 
level (2d4), and 17th level (3d4).Once used, the gadget must be 
reset and cannot be used again until you complete a short or 
long rest. 


BOOMERANG WEAPON 
Trivial complexity gadget schematic 


Equipment Type: Weapon (any thrown) 
Activation Type: Continuous 


Whenever you make a thrown attack with the weapon that this 
gadget is integrated with, that weapon automatically returns to 
your hand at the end of your turn. 


BREATHALYZER 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


You can use this gadget to identify a type of poison or disease 
that is affecting a creature. The afflicted creature must make an 
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object interaction to breathe into the gadget. After 1d4 rounds 
of analysis, the gadget will indicate the type of disease or poison 
or the type of creature that produced the venom. 

Synthesize Antidote. After analyzing the breath of an 
infected creature, you can take an action to synthesize an 
antidote or antitoxin against that poison or disease. Once 
begun, it takes the gadget 1d4 rounds to create the antidote. 
Drinking the antidote gives the infected creature advantage on 
their next saving throw versus the same disease or poison. Only 
the creature which provided the breath sample can benefit from 
drinking the antidote. Once used, the effect must be recharged 
and cannot be used again until you finish a short or long rest. 


CHAIN WHIP 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, a 
whip made out of a chain of interlocked metal teeth unfurls from 
your tool belt. The whip counts as a simple melee weapon which 
deals 1d8 slashing damage and has the reach and finesse traits. 
If you hit a creature of size large or smaller with this weapon, 
you can choose to pull the creature up to 10 feet closer to you. 
You can take a second object interaction to retract this gadget 
back into your tool belt. 


CHAINSAW SWORD 
Advanced complexity gadget schematic 


Equipment Type: Weapon (any bladed weapon that deals 
slashing damage) 
Activation Type: Continuous 


When this gadget is equipped, the weapon it is integrated into 
is outfitted with motorized teeth that increase the sharpness of 
the blade. Whenever you score a critical hit against an opponent 
with this weapon, you can roll one additional weapon damage 
die for determining the extra damage done by the attack. This 
bonus increases to two additional damage dice when you reach 
17th level. 


CHAMELEON CLOAK 
Simple complexity gadget schematic 


Equipment Type: Cloak 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, 
your cloak begins to change color to match your environment. 
For the next three minutes you have advantage on all Dexterity 
(Stealth) checks and you gain an additional +10 bonus to 
Dexterity (Stealth) checks as long as you remain motionless 
without moving or taking actions. Once used, the gadget must 
be recharged and this effect cannot be used again until you 
complete a short or long rest. 


Magic Missle by succubusog 


CLOCKWORK MESSENGER 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


You can take an action to activate this gadget, which takes the 
form of a tiny mechanical beast with that can fly, such as a bat, 
bird or dragonfly. You specify a location which you have visited 
and the general description of a person (example: “an old man in 
a tall, pointed hat with a long white beard and bushy eyebrows’). 
You also speak a message of up to twenty-five words. The 
clockwork beast travels for up to 24 hours toward the specified 
location, covering about 2 miles per hour. When the clockwork 
messenger arrives, it delivers your message to the person that 
you described, perfectly replicating the sound of your voice. The 
messenger delivers the message only to a creature matching 
the description you gave. After delivering the message, or if the 
clockwork messenger is unable to locate the intended recipient 
after 24 hours, the clockwork creature is destroyed. Once 
used, you cannot use this gadget again until you build another 
clockwork creature during a short or long rest. 


CLOCKWORK TRAP 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


This gadget allows you to take an action to place a prebuilt, 
mechanical trap on the ground in an unoccupied location that is 
within 10 feet of you. 

When you place the trap you must chose both a damage 
type for the trap and a trigger mechanism for the trap. You can 
choose acid, bludgeoning, cold, fire, force, lightning, necrotic, 
piercing, poison, radiants, slashing or thunder damage. The 
available trigger mechanisms are shown below. 


Trigger Mechanism 


Trigger Description 

Location a 5x5 foot area within 20 feet of the trap 
Proximity a 15x15 foot sphere around the trap 
Timer a number of minutes between 1 and 60 


The trap becomes active at the beginning of your second 
turn after it is placed and remains in place and active until it 
is triggered or disarmed or until you take an object interaction 
to remotely disable it. When the trap is triggered, it deals 2d10 
damage of the chosen type to everything in a 30 foot sphere 
around the point where it was placed. The damage done by 
the trap increases by an additional 1d10 (3d10 total) when you 
reach 11th level and again at 17th level (4d10 total). 

Creatures that take damage from the trap must succeed 
on a Dexterity saving throw or suffer a secondary effect. The 
secondary effect varies depending on what damage type the 
trap deals. 
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Trap Secondary Effects 


Damage Type 
Acid 


Description 

Deals 1dio additional damage at the beginning 
of each affected creature’s turn. Affected 
creatures may take an action to wash off the acid 
and stop the reoccurring damage. 

Deals twice the normal damage dice. 

Affected creatures have their movement speed 
reduced by half until the end of their next turn. 
The trap ignites any flammable objects in the 
area that aren’t being worn or carried. Thick, 
black smoke fills a 15 foot sphere around trap. 
The smoke blocks line-of-sight and anything 
inside of this area is heavily obscured. This 
smoke lasts for 1d4 rounds unless dispersed by a 
moderate or greater speed wind. 

Affected creatures are pushed 10 feet away from 
the trap and knocked prone. 

Affected creatures are incapacitated until the end 
of their next turn. 

Deals 1dio additional damage at the beginning 
of each affected creature’s turn. Affected 
creatures may make a Constitution saving throw 
at the end of each of their turns to end the 
reoccurring damage. 

Affected creatures are deafened until the end of 
their next turn. 

Affected creatures are poisoned. They may make 
a Constitution saving throw at the end of each of 
their turns to end the effect. 

Affected creatures are blinded until the end of 
their next turn. 

Deals twice the normal damage dice. 

Affected creatures are stunned until the end of 
their next turn. 


Bludgeoning 
Cold 


Fire 


Force 
Lightning 


Necrotic 


Piercing 


Poison 


Radiant 


Slashing 
Thunder 


You can place another trap after building a new one during 
a short or long rest. However, you can have only one active 
clockwork trap at any one time. 


CONCEALED CARRY 
Simple complexity gadget schematic 


Equipment Type: Weapon (a light melee weapon, hand 
crossbow, or firearm without the 
two-handed property.) 

Activation Type: Continuous 


When this gadget is equipped, the weapon that this gadget is 
integrated into becomes easier to hide. You get a +2 bonus and 
have advantage on Dexterity (Sleight of Hand) checks to prevent 
the weapon from being found during any search of your person. 
If the weapon requires ammunition, up to three extra pieces of 
ammo can be hidden with the weapon as well. 


CROSSBOW AUTOLOADER 
Trivial complexity gadget schematic 


Equipment Type: Weapon (a crossbow with the loading trait) 
Activation Type: Continuous 


While this gadget is equipped the weapon it is integrated into 
gains the Reload (6) trait instead of the loading trait. 


PART 2 | ENGINEER GADGETS 
14 


DEFIBRILLATOR 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, you 
can target an unconscious, dying creature within 10 feet. That 
creature regains 1 hit point. Once used, the gadget must be 
recharged and cannot be used again until you complete a short 
or long rest. 


DISCOMBOBULATION RAY 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped, you can use an action to shoot 
a ray of energy at a target you can see within 50 feet of you. 
This ray assaults and twists the creature’s mind, spawning 
delusions and provoking uncontrolled action. The target must 
roll a Wisdom saving throw. If it succeeds, the ray has no effect. 
If it fails the saving throw, the target can't take reactions and 
must roll 1d10 at the start of each of its turns to determine its 
behavior for that turn. 


dio Action 

1-2 The creature babbles incoherently but doesn’t 
move and takes no further action this turn. 

3-4 The creature takes the dash action and uses all of 
its movement to flee directly away from the 
engineer that activated this effect. 

5-6 The creature uses all of its movement to move in 
a random direction. It takes no further action 
during this turn. 

7-8 The creature uses its action to make a melee 


attack against a randomly determined creature 
within its reach. If there is no creature within its 
reach, the creature does nothing this turn. 

9 The creature uses its movement to close the 
distance between it self and the engineer that 
activated this effect. It then takes an action to 
make an attack against the engineer, making a 
melee attack if the engineer is within its reach or 
a ranged attack otherwise. 

10 The creature can act and move normally. 
At the end of each of its turns, the affected creature can 
make another Wisdom saving throw. The effect ends if the 
target succeeds on the saving throw or at the end of their third 
turn after they are targeted by this effect. Once you have used 
this gadget, its effect must be recharged and cannot be used 
again until you complete a short or long rest. 


DISINTEGRATION RAY 
Intricate complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped, you can use an action to shoot 
a powerful beam of force out of your gloves toward a target 
within 60 feet of you. The target can be a creature, an object, or 
a creation of magical force. 

The target must make a Dexterity saving throw. If the saving 
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throw succeeds, the gadget has no effect. If the saving throw fails, 
the target takes 5d10 + 20 force damage. If this damage reduces 
the target to O hit points, it is disintegrated. A disintegrated 
creature and everything it is wearing and carrying, except magic 
items, are reduced to a pile of fine gray dust. The creature can 
be restored to life only by means of a true resurrection or a wish 
spell. 

This effect automatically disintegrates a Large or smaller 
nonmagical object or a creation of magical force. If the target 
is a Huge or larger object or creation of force, this effect 
disintegrates a 10-foot-cube portion of it. Magic items are 
unaffected. 

Once this effect has been used, the gadget must be recharged 
and cannot be used again until you have completed a short or 
long rest. 


ELECTROMAGNETIC GRABBER 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped, you can take an action to target 
a creature within 30 feet of you that is wielding a weapon or 
holding an object made of metal that weighs 5 pounds or less. 
The target must make a Strength saving throw. On a failed save, 
they drop the object, which flies through the air and into your 
hands. Once used, the effect must be recharged and cannot be 
used again until you complete a short or long rest. 


ELECTRONIC EYE 
Advanced complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: 1 action 


You can activate this gadget by taking an action. Chose a 
location you have seen before or a particular creature that you 
are familiar with which is on the same plane of existence as 
you. If the target is a creature, the target must make a Wisdom 
saving throw. If the saving throw succeeds the effect fails and 
you cannot use this gadget to target the same creature again 
for 24 hours. If the saving throw is failed, the gadget creates 
an invisible scrying sensor that allows you to see and hear as 
though you were standing 10 feet away from your target. The 
sensor moves with your target. A creature that can see invisible 
objects sees the sensor as a luminous orb about the size of your 
fist. While observing your target through the sensor, you are 
deaf and blind with regard to your own senses. The effect lasts 
for 10 minutes or until you chose to end it by taking another 
object interaction. Once used, the effect must be recharged and 
cannot be used again until you complete a short or long rest. 


ENTROPY REDUCER 
Trivial complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: 1 reaction 


Whenever you roll a 1 on an attack roll, ability, check, or saving 
throw with this gadget equipped, you can use your reaction to 
activate it. If you do, reroll the die. You must use the new roll. 
Once used, this effect must be recharged and cannot be used 
again until you complete a short or long rest. 
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EXTRADIMENSIONAL TOOLBOX 
Trivial complexity gadget schematic 


Equipment Type: Container (a backpack, sack or pouch) 
Activation Type: Continuous 


This gadget creates an extradimensional space inside of a 
container such as a backpack or pouch. In addition to its normal 
carrying capacity, the container can hold an additional 7 pounds 
of items, not exceeding a total volume of % a cubic foot. The 
weight of items inside the extradimensional space is reduced 
to zero. The capacity of the extradimensional space increases 
by an additional 5 pounds and % a cubic foot at 5th level (12 
pounds and 1 cubic foot) and again at 11th level (17 pounds 
and 12 cubic feet) and 17th level (22 pounds and 2 cubic feet). 
Placing the container inside another extradimensional space, 
such as that created by a bag of holding, instantly destroys both 
items and opens a gate to the Astral Plane. The gate originates 
at the point where one item was placed inside the other. Any 
creature within 10-feet of the gate is sucked through it and 
deposited in a random location on the Astral Plane. The gate 
then closes. The gate is one-way only and can't be reopened. 


FIRE EXTINGUISHER 
Trivial complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


As an action you spray fire retardant foam out of your gloves 
in a 15-foot cone. This foam extinguishes any uncovered, non- 
magical flames and sticks to any creatures in the affected area. 
Creatures covered in this foam have advantage on saving throws 
versus fire damage. The foam evaporates after 3 rounds. Once 
used, the gadget must be recharged and cannot be used again 
until you complete a short or long rest. 


FIRESTARTER 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction (1 action, special) 


When you take an object interaction to activate this gadget, it 
produces a small flame, which you can use to light a candle, 
torch, or campfire. 

Hot Hands. You take an action to shoot a sheet of flames 
out of your gloves. Each creature in a 15-foot cone must make 
a Dexterity saving throw. A creature takes 2d6 fire damage on 
a failed save, or half as much damage on a successful one. The 
fire ignites any flammable objects in the area that aren't being 
worn or carried. The damage dealt by the flames increases by 
1d6 when you reach 11th level (3d6), and again when you reach 
17th level (4d6). Once used, the gadget must be recharged and 
this effect cannot be used again until you complete a short or 
long rest. 


FLAREGUN 
Trivial complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action using the weapon that this 


gadget is integrated with to shoot a pyrotechnic flare into the air. 
The flare burns for 1 minute and can be used as a light source 
or for signaling someone across a distance. If used outdoors, 
the flare sheds dim light in a 120 foot radius and can be seen up 
to 3 miles away. Indoors the flare sheds bright light in a 30-foot 
radius and dim light for an additional 30 feet. If used to attack a 
creature, the flare deals 1d4 fire damage instead of the weapon’s 
normal damage. 


FLOATATION DEVICE 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, your 
tool belt becomes buoyant for one hour, allowing you to float on 
the surface of any calm body of liquid. You have advantage on all 
Strength (Athletics) checks to swim. If you activate this gadget 
while you are submerged in a liquid, the device carries you to 
the surface of the liquid at a rate of 60 feet per round. You can 
end this effect by taking a second object interaction. Once used, 
the gadget must be reset and can’t be used again until you finish 
a short or long rest. 


FOOD IRRADIATOR 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, 
all nonmagical food and drink within a 5-foot-radius sphere 
centered on you is purified and rendered free of poison and 
disease. Once used, the gadget must be recharged and this 
effect cannot be used again until you complete a short or long 
rest. 


FULL AUTO CONVERSION 
Intricate complexity gadget schematic 


Equipment Type: Weapon (a firearm with the Reload 
[10 or higher] trait) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, the firearm that the gadget 
is integrated into gains the Burst Fire property. You can use 
the weapon to take a normal attack action, or you can use an 
object interaction in conjunction with an attack action to spray 
a 10-foot-cube area within normal range with shots. Each 
creature in the area must succeed on a Dexterity saving throw 
or take the weapon’s normal damage. This action consumes ten 
pieces of ammunition. 


GHOST ANCHOR 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When you activate this gadget by taking an action, chose a spot 
within 30 feet of you that you can see. The gadget projects an 
invisible sphere of energy in a 60 foot radius around the chosen 
point. This energy sphere exists both on your current plane 
of existence and also extends into the border region of the 
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Ethereal Plane. If a creature inside of this sphere attempts to 
use any ability, cast any spell, or activate any magic item or other 
device which would cause it to enter the Ethereal plane, that 
spell or effect fails. A creature already in the Ethereal Plane that 
enters the energy sphere or ends its turn there must succeed 
on a Wisdom saving throw or be forced from the Ethereal into 
the overlapping plane of existence. The projected energy sphere 
lasts for 1 minute unless you take an object interaction to end it 
sooner. Once used, the gadget must be recharged and can’t be 
used again until you finish a short or long rest. 


GLUE GUN 
Simple complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action using the weapon that this 
gadget is integrated into to shoot a sticky ball of glue at your 
target. If the attack hits, the ball of glue splatters on the feet of 
your target, trapping them and covering the ground in a 10 foot 
radius around the spot where they are standing. The glue lasts 
for 30 minutes after which time it dries and crumbles to dust. 

A creature that enters or ends their movement in an area 
covered by the glue must succeed on a Dexterity saving throw 
or become trapped by the glue. A creature trapped by the glue 
has its speed reduced to 0 as long as they remain stuck. As an 
action, a creature stuck by the glue can make a Strength saving 
throw to break free. 

Once used, the gadget must be recharged and this effect 
cannot be used again until you complete a short or long rest. 


GNOMISH MILITIA TOOL 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


This handheld gadget stores on your tool belt when you aren't 
using it. The gadget consists of numerous miniature tools which 
can be folded into or out of the body of the gadget by taking 
an object interaction. The tools available vary depending on the 
needs of the engineer that made it, but likely include tools such 
as an awl, can opener, chisel, corkscrew, file, fingernail clippers, 
fire striker, fish scaler, hook, knife, lock pick, magnifying glass, 
measuring spoon, muddler, pliers, ruler, scissors, screwdriver, 
spanner wrench, spatula, spork, thermometer, toothpick, 
tweezers, vegetable peeler, wire cutter, and a whistle, among 
others. 

Auxiliary Tools. In a pinch, this gadget can be used in place 
of your tinker’s tools or in place of any other artisan tools that 
you have proficiency in. Because of the small size and folding 
nature of the tools, any roll that you make using this gadget in 
place of proper full-sized tools is made with disadvantage. 

Starting at 11th level this gadget no longer imposes 
disadvantage on rolls when using the gadget in place of your 
artisan’s tools. 
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GRAPPLING GUN 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action + 1 object interaction 


This gadget consists of a folding grappling hook connected 
to a 50 foot long cable hidden in a compartment on your tool 
belt. You may take an action to activate this gadget, causing the 
grappling hook to shoot upward, unspooling the cable behind it 
as it goes. You can take an object interaction to activate a winch 
which winds the cable back into your belt. If the grappling hook 
has been set, the winch will pull you and up to 200 pounds of 
equipment you are carrying upwards toward the grappling hook 
at a rate of 25 feet per round. 


GRENADE LAUNCHER 
Advanced complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: Continuous 


When you make an attack using a ticker bomb with this gadget 
equipped, the range of the attack is increased to 40/120. 


GUIDED MUNITIONS 
Simple complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 object interaction + 1 attack action 


You may take an object interaction in conjunction with an attack 
action to activate this gadget. Make an attack roll with the 
weapon that this gadget is integrated into. The attack can be 
made against a target that you do not have direct line of sight to 
as long as the target is within the weapon’s range. This attack 
ignores the effects of cover. Once used, this gadget must be 
reset and cannot be used again until you complete either a short 
or a long rest. 


GUNSHOT SUPPRESSOR 
Simple complexity gadget schematic 


Equipment Type: Weapon (any firearm) 
Activation Type: Continuous 


When attached to a firearm weapon, this gadget greatly reduces 
the amount of noise that the weapon makes when you fire it. 
Attacking with the firearm this gadget is integrated into no 
longer automatically gives away your position. 


Gyro STABILIZER 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, for 
the next 3 minutes you have advantage on Dexterity (Acrobatic) 
checks to avoid falling. Once used, the effect must be reset and 
cannot be used again until you complete a short or long rest. 
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HEADLAMP 
Trivial complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: 1 object interaction 


This gadget casts a bright light in a 30 foot cone and a dim light 
for an additional 30 feet in whatever direction you are facing. 
The light emits no heat and requires no fuel source. The light 
can be switched on or off by taking an object interaction. 


HEALING INFUSION 
Simple complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 action (1 reaction, special) 


When you use an action to activate this gadget you regain a 
number of hit points equal to 1d8 + your Intelligence modifier. 
The amount healed increases by 1d8 when you reach 5th 
level (2d8), 11th level (3d8), and 17th level (4d8). Once used, 
the gadget must be reset and cannot be used again until you 
complete a short or long rest. 

Self Defense. When you are damaged by a single attack or 
effect that deals more than one-quarter of your hit point total, 
you can use your reaction to activate your healing infusion. You 
regain a number of hit points equal to 1d4 + your Intelligence 
modifier. The amount healed increases by 1d4 when you reach 
5th level (2d4), 11th level (3d4), and 17th level (4d4). Once used, 
the gadget must be reset and cannot be used again until you 
complete a short or long rest. 


HEARING BOOSTER 
Simple complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: Continuous 


While this gadget is equipped you have advantage on Wisdom 
(Perception) checks that rely on hearing. 


HOLOGRAPHIC DISGUISE 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: Continuous 


When you activate this gadget by taking an object interaction, 
it projects a three dimensional holographic image around you, 
making you—including your clothing, armor, weapons, and other 
belongings on your person—look different. You can seem up to 
1 foot shorter or taller and can appear thin, fat, or in between. 
You can’t change your body type, so you must adopt a form that 
has the same basic arrangement of limbs. Otherwise, the extent 
of the disguise is up to you: you might use the hologram to add 
or change a minor feature, make yourself appear to be wearing 
different clothing, or to look like a completely different person. 

The changes wrought by this gadget fail to hold up to 
physical inspection. For example, if you use the hologram to add 
a hat to your outfit, objects pass through the hat, and anyone 
who attempts to touch the hat would feel nothing or would feel 
your head and hair. If you use this gadget to appear thinner than 
you are, the hand of someone who reaches out to touch you 
would bump into you while it was seemingly still in midair. 

To discern that you are disguised, a creature can use its 


action to inspect your appearance and must succeed on an 
Intelligence (Investigation) check against your gadget save DC. 

The disguise lasts for 10 minutes or until you take an object 
interaction to cancel it. Once use, the gadget must be recharged 
and cannot be used again until you complete a short or a long 
rest. 


IMPLANTED TRACKING DEVICE 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action to fire a spring-loaded 
dart at a target you can see within 30 feet of you. You add your 
proficiency bonus and Dexterity modifier to the attack roll. If the 
attack hits, the target takes 1d4 piercing damage and the dart 
implants a mechanical tracking device under the target’s skin. 
As long as the tracking device remains functional, you know 
which direction and approximately how far away from you the 
target is, up to a maximum range of 10 miles. 

The tracking device functions for 24 hours or until you 
take an object interaction to deactivate it. The presence of 
the tracking device is not immediately noticeable to the target 
unless they have a passive perception score higher than your 
gadget saving throw DC. An intelligent creature that is aware of 
the presence of the tracking device can chose to cut it out from 
under their skin using a bladed weapon that deals piercing or 
slashing damage. 

You can chose to fire another dart and implant a tracking 
device under the skin of a different creature after taking a short 
or a long rest. However, you can have only one active tracking 
device at any one time. 


INERTIAL DAMPENER 
Simple complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: 1 reaction 


You can activate this gadget as a reaction whenever you are the 
target of an effect which would push, pull, slide, or otherwise 
cause you to move against your will. The inertial dampener 
allows you to reduce the amount of space you are moved by up 
to 10 feet. Beginning at 11th level, you can reduce the effect of 
forced movement by an additional 10 feet (20 feet total), and 
another additional 10 feet (30 feet total) at 17th level. Once 
used, this gadget must be recharged and cannot be used again 
until you complete a short or long rest. 


INFLATABLE SHOES 
Advanced complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: Continuous 


When this gadget is equipped, you gain the ability to move 
across any liquid (water, quicksand, lava etc.) as if it were solid 
ground. If the liquid is harmful (such as acid or lava) you still 
take damage for coming into contact with it. 
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INVISIBILITY GENERATOR 
Intricate complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you use an object interaction to activate it, this gadget 
projects a light-bending sphere of energy in a 10 foot radius 
around you. The sphere renders you and all other creatures 
inside of it invisible to any creature that is outside of the sphere. 
Equipment that is worn or carried by a creature inside of the 
sphere is invisible as long as it is on the creature’s person. The 
sphere and its effect moves when you move. The effect lasts 
for one minute or until you take a second object interaction to 
cancel it. Once used, the gadget must be recharged and cannot 
be used again until you complete a short or a long rest. 


JETPACK 
Intricate complexity gadget schematic 


Equipment Type: Cloak 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, for 
the next minute you gain a flying speed of 45 feet. If you are still 
airborne when this effect ends, you fall. Once used, the gadget 
must be reset and this effect cannot be used again until you 
complete a short or long rest. 


LASER POINTER 
Trivial complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction (+1 action, special) 


This gadget can be used to project a very intense point of light 
onto an object up to 120 feet away. The beam itself is invisible, 
except in very foggy or smoky conditions, and cannot be used as 
a light source. The projected point is bright and can be colored 
red, green, or blue depending on your choice. You can take an 
object interaction to toggle the beam on or off or to change the 
color. 

Burned Cornea. You can take an action to overcharge the 
gadget, targeting the eyes of a creature that can see you within 
30 feet. The target must make a Constitution saving throw or be 
blinded until the end of their next turn. Once this effect is used, 
the gadget must be recharged and this effect cannot be used 
again until you complete a short or long rest. 


LIE-DETECTING COMPASS 
Simple complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: Continuous (1 object interaction, special) 


When this gadget is equipped, you always know which direction 
is north and what your approximate altitude or depth below 
ground is. 

Lodestone of Truth. You may take an object interaction to 
activate this effect. For the next three minutes as long as you are 
looking at the gadget, you can perceive whether any creature 
who is speaking is intentionally lying or is telling the truth. Once 
this effect has been used, it must be recharged and it cannot be 
used again until you finish a short or long rest. 
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LIFE FORM SCANNER 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When this gadget is equipped you can use your action to scan for 
living beings in your vicinity. You can sense how many small or 
larger sized creatures are within 100 feet of you. You know the 
number of creatures, the creature size, and their approximate 
distance and direction from you, but no other information about 
them. Creatures with the type construct or undead cannot be 
detected this way. Once used, the gadget must be recharged and 
cannot be used again until you complete a short or long rest. 


LIGHTNING GUN 
Advanced complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action using the weapon that this 
gadget is integrated with to shoot a bolt of lightning at a target. 
The target takes 6d6 lightning damage if the attack hits, or half 
as much damage on a miss, instead of the weapon’s normal 
damage. Whether you hit or miss, each creature within 10 feet 
of the target must make a Dexterity saving throw. Each of these 
creatures takes 3d6 lightning damage on a failed save, or half 
as much damage on a successful one. Once used, the gadget 
must be recharged and this effect cannot be used again until you 
complete a short or long rest. 


MASS PROTOPLASER 
Advanced complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When you have this gadget equipped, you can activate it by 
taking an action. Chose up to three creatures you can see within 
50 feet of you. Each targeted creature regains a number of hit 
points equal to 3d6 + your Intelligence modifier. The amount 
healed increases by 1d6 when you reach 11th level (4d6), and by 
an additional 2d6 at 17th level (6d6). This effect works on both 
living creatures and constructs, but has no effect on undead. 
Once used, the gadget must be reset and cannot be used again 
until you complete a short or long rest. 


MECHANICAL FAN 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When you take an action to activate this gadget, a strong wind 
gusts out of your tool belt in a direction of your choosing. The 
wind blows in a line 60 feet long and 10 feet wide. Each creature 
size Large or smaller that starts its turn in the line must succeed 
on a Strength saving throw or be pushed 10 feet away from 
you in a direction following the line. Any creature in the line 
must spend 2 feet of movement for every 1 foot it moves when 
moving closer to you. A strong wind extinguishes open flames, 
and disperses gases and vapor. This effect lasts for one minute 
or until you take an object interaction to end it sooner. Once 
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used, the effect must be reset and cannot be used again until 
you complete a short or long rest. 


MECHANICAL PARASOL 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, a 
water-resistant canopy unfolds above your head, shielding the 
area around you in a 10 foot radius from light rain and direct 
sunlight. You can retract the canopy by taking a second object 
interaction. This gadget cannot be used in strong wind. 


MEMORY ERASER 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When this gadget is equipped, you can take an action to activate 
it, targeting one creature who can see you within 30 feet of you. 
The targeted creature must make an Intelligence saving throw. 
If they succeed, they are immune to the effect of this gadget for 
the next 24 hours. If they fail to save, they permanently forget 
the events of the last minute. This gadget cannot be used in 
combat or against hostile creatures. Memories lost this way 
can be regained only through the use of a Lesser Restoration, 
Greater Restoration or similar magic. At 5th level you can target 
one additional creature when you use this gadget and creatures 
that fail their saving throw forget the events of one additional 
minute of time (2 creatures, 2 minutes). This increases again at 
11th level (3 creatures, 3 minutes), and 17th level (4 creatures, 4 
minutes). Once used this gadget must be recharged and cannot 
be used again until you complete a short or a long rest. 


METABOLISM INFUSION 
Simple complexity gadget schematic 


Equipment Type: Armor 
Activation Type: Continuous (+1 object interaction, special) 


When this gadget is equipped, you require half the normal 
amount of food and water to sustain yourself. 

Deep Sleep. When you use an object interaction to activate 
this gadget, you fall into a cataleptic state that is indistinguishable 
from death. For the next 30 minutes, you appear dead to all 
outward inspection and to spells and other gadget effects used 
to determine your status. During this time you are blinded and 
incapacitated, and your speed drops to 0. While in this state, 
you also have resistance to all damage except psychic damage. 
If you are diseased or poisoned when you activate this effect, or 
become diseased or poisoned while under the effect, the disease 
and poison have no effect until the cataleptic state ends. Once 
used, this gadget must be recharged and you cannot activate 
this effect again until you complete a short or a long rest. 


MIND CONTROL HAT 
Intricate complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: 1 action (+1 action, special) 


When you activate this gadget by taking an action, you attempt 


to enforce your will upon a creature that you can see within 50 
feet. The creature must succeed on a Wisdom saving throw or 
be charmed by you. If you or creatures that are friendly to you 
are fighting the target creature, it has advantage on the saving 
throw. 

While the creature is charmed, you have a wireless 
telepathic link to the creature as long as the two of you are on 
the same plane of existence. You can use this telepathic link to 
issue commands to the creature while you are conscious (no 
action required), which it does its best to obey. You can specify 
a simple and general course of action, such as “attack that 
creature,” “run over there,” or “fetch that object.” If the creature 
completes the order and doesn’t receive further direction from 
you, it defends and preserves itself to the best of its ability. 

You can also use your action to take total and precise control 
of the target. Until the end of your next turn, the creature takes 
only the actions you choose, and doesn't do anything that you 
don’t allow it to do. During this time, you can also cause the 
creature to use a reaction, but this requires you to use your own 
reaction as well. 

Each time the target takes damage, it makes a new Wisdom 
saving throw against the mind control. If the saving throw 
succeeds, the effect ends. 

The mind control lasts for one hour unless you chose to end 
it early by using an object interaction. You can attempt to control 
the mind of another creature after recharging the gadget during 
a short or long rest. However, you can only control the mind of 
one creature at any one time. 


MINING DRILL 
Intricate complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, you 
gain a burrowing speed of 15 feet which lasts until the end of 
the second turn after your current one. You leave a tunnel 5’ 
wide and as high as you are tall in your wake. Once used, the 
gadget must be recharged and this effect cannot be used again 
until you complete a short or long rest. 


NANOBOT INFUSION 
Intricate complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 action (1 reaction, special) 


When you use an object interaction to activate this gadget you 
gain the following benefits: 

e When the infusion is activated you regain a number of hit 
points equal to your Intelligence modifier. 

e At the start of each of your turns, you regain 1 hit point. 

e You have resistance to all types of damage except for 
psychic damage. 

e You have advantage on all Constitution checks and 
Constitution saving throws. 

e If you drop to 0 hit points while the infusion is active, you 
can make a DC 10 Constitution saving throw. If you succeed, 
you drop to 1 hit point instead. The DC of this saving throw 
increases by 5 each time this effect is triggered after the first. 

These effects last until the end of your third turn after the 
infusion is activated. Once used, the gadget must be recharged 
and cannot be used again until you finish a short or long rest. 
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NET LAUNCHER 
Simple complexity gadget schematic 


Equipment Type: Weapon (a net) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action using the net that this gadget 
is integrated with. The range of the net attack is increased to 
15/30. Once used, the effect must be reset and cannot be used 
again until you complete a short or long rest. 


NEURO-SUGGESTIVE PARCHMENT 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


This gadget appears to be nothing more than a blank sheet of 
parchment inside of a sturdy leather wallet. However, it actually 
contains an embedded neuro-psychic transmitter circuit. When 
this gadget is equipped, you can take an action to present the 
parchment to a creature that can see it within 10 feet of you. 
The target must make a Wisdom saving throw. If they succeed, 
they see the Neuro-Suggestive Parchment as it is — a plain 
blank sheet of paper, and the target is immune to the effect of 
this gadget for 24 hours afterwards. If they fail to save, they 
instead see an illusion which causes them to believe that the 
parchment contains credentials that establish you as a Very 
Important Person™. Your DM will determine exactly what form 
these credentials appear to take, but they often take a form 
which plays upon the inner anxiety of the viewer. For example, 
a corrupt city guardsman might see them as a writ from the 
mayor establishing you credentials as a special investigator. 

You can target one additional creature when you use this 
gadget when you reach 5th level (2 targets), and an additional 
target each at 11th level (3 targets), and 17th level (4 targets). 

The effect of this gadget last for 1 hour. Once used this 
gadget must be recharged and cannot be used again until you 
complete a short or a long rest. 


NIGHT VISION GOGGLES 
Simple complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: Continuous (+ 1 object interaction, special) 


While this gadget is equipped you have darkvision out to a range 
of 60 feet. If you already have darkvision, its range is increased 
by 15 feet. 

Electroscopic Sight. When you use an object interaction to 
activate this gadget, for the next minute you gain the ability to 
see invisible creatures and objects as if they were visible. Once 
used, this effect must be recharged and cannot be used again 
until you complete a short or long rest. 


OIL SLICK BOOTS 
Simple complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, 
slippery oil shoots out of your footwear onto the ground in a 
10 foot line behind you. The slick turns the affected area into 
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difficult terrain for one minute. When the oil is deployed, each 
creature standing in the slick must succeed on a Dexterity saving 
throw or fall prone. A creature that enters the area or ends its 
turn there must also succeed on a Dexterity saving throw or 
fall prone. Once used, the gadget must be reset and this effect 
cannot be used again until you complete a short or long rest. 


PARACHUTE CLOAK 
Simple complexity gadget schematic 


Equipment Type: Cloak 
Activation Type: 1 reaction 


With this gadget equipped, you can use your reaction when you 
fall to reduce any falling damage you take by an amount equal 
to five times your engineer level. Once used, the gadget must be 
reset and this effect cannot be used again until you complete a 
short or long rest. 


PARANORMAL SCANNER 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When this gadget is equipped you can use your action to scan 
for undead or fiendish beings in your vicinity. You can sense how 
many small or larger sized creatures with the type of undead or 
fiend are within 100 feet of you. You can sense nearby creatures 
either on your current plane of existence or in the border region 
of the Ethereal Plane. You know the number of creatures, the 
creature size, and their approximate distance and direction 
from you, but no other information about them. Once used, the 
gadget must be recharged and cannot be used again until you 
complete a short or long rest. 


PARTICLE ACCELERATOR 
Advanced complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction 


When you activate this gadget by taking an object interaction, 
the device accelerates your motor skills, allowing you to attack 
twice, instead of once, whenever you take the Attack action on 
your turn. If you already have the Extra Attack feature, then you 
take an additional attack on top of those already granted by this 
feature. This effect ends at the end of your third turn after it is 
activated. Once used, this gadget must be recharged and cannot 
be used again until you complete a short or long rest. 


PERSONAL FORCEFIELD 
Intricate complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 reaction 


With this gadget equipped, you can use your reaction to activate 
it whenever you are targeted by a melee, ranged, or spell attack. 
Activating the gadget cloaks you in a shimmering forcefield 
that has hit points equal to 10 + your Intelligence modifier + 
twice your engineer level. Whenever you would take damage, 
the forcefield takes the damage instead. If this damage reduces 
the forcefield to 0 hit points, you take any remaining damage. 
The forcefield lasts for 1 minute as long as it has 1 or more hit 
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points, or until you deactivate it by taking an object interaction. 
Once used, the gadget must be recharged and this effect cannot 
be used again until you complete a short or long rest. 


PERSONAL GLIDER 
Advanced complexity gadget schematic 


Equipment Type: Cloak 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget your 
cloak becomes rigid, allowing you to glide down from a high 
place. You can fly at a speed of 30 feet for a maximum distance 
of up to three times the height of your starting point. (If you 
begin at a height of 30 feet, you can glide a maximum of 90 
feet from your starting point.) If you are still airborne when you 
reach the maximum distance, you fall. Once used, the gadget 
must be reset and this effect cannot be used again until you 
complete a short or long rest. 


PERSONAL SONAR 
Advanced complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: Continuous 


When this gadget is equipped, you have blindsight out to a range 
of 30 feet. 


PERSONAL TELEPORTER 
Intricate complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When this gadget is equipped you can take an object interaction 
to activate it, teleporting yourself and all items you are carrying 
to a location within 100 feet of you that you can see. Once 
per turn on your next two turns you can take a bonus action 
to activate the gadget again, teleporting yourself again each 
time you do so. If you would arrive in a place already occupied 
by an object or creature you take 4d6 force damage and the 
gadget fails to teleport you. Once activated, the gadget must be 
recharged and cannot be activated again until you complete a 
short or long rest. 


Pop-Up SHIELD 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 reaction 


When this gadget is equipped, you can use your reaction when 
you are targeted with a melee or ranged attack to unfold a pop- 
out shield made of a strong but flexible synthetic material. You 
are considered to have proficiency with this shield whether 
or not you are proficient with shields and the shield does not 
occupy your hands. The shield provides you with half-cover (+2 
to AC and Dexterity saving throws) until the end of your next 
turn. At 11th level this benefit increases to three-quarters cover 
(+5 to AC and Dexterity saving throws). Once used, the gadget 
must be reset and cannot be used again until you complete a 
short or long rest. 


POSITIVE ENERGY PROJECTOR 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction (+1 bonus action, special) 


When you have this gadget equipped, you can take an object 
interaction to activate it. Once activated, it projects a globe 
of positive energy in a 30 foot radius around you. On each of 
your turns, you may take a bonus action to cause one creature 
(including yourself) within the energy sphere to regain 1d8 hit 
points plus your Intelligence modifier. This effect works on both 
living creatures and constructs, but has no effect on undead. 
The energy projection ceases at the end of your third turn after 
it is activated. Once used, the gadget must be reset and cannot 
be used again until you complete a short or long rest. 


POWER PUNCH 
Trivial complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with your attack action to make an unarmed 
strike against a creature within 5 feet of you. If your attack hits, 
the target takes 1d6 bludgeoning damage and must make a 
Strength saving throw or be pushed up to 15 feet away from 
you. The damage done by this attack increases by 1d6 when 
you reach 5th level (2d6), 11th level (3d6), and 17th level (4d6). 
Once used, the effect must be reset and cannot be used again 
until you complete a short or long rest. 


POWERED ARMOR 
Simple complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 reaction 


With this gadget equipped, you can use your reaction to 
activate it whenever you are targeted by an attack. You add 
your Intelligence modifier to your AC against that attack and 
all subsequent attacks made against you for the rest of the turn. 
Once used this gadget must be reset and cannot be used again 
until you complete a short or a long rest. 


PROTON BEAM 
Advanced complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action using the weapon that this 
gadget is integrated with to shoot a bolt of energy at a target 
creature of size Large or smaller. You add both your proficiency 
bonus and Dexterity modifier to the attack roll. The target of this 
attack can be located on either your current plane of existence or 
in the Ethereal Plane as long as you can see them. If the attack 
hits, the bolt of energy wraps around the target, rendering them 
restrained. 

At the beginning of each of its turns, the target may make a 
Wisdom saving throw. The effect ends if the target succeeds on 
the saving throw or at the end of their third turn after they are 
targeted by this effect. As long as the target remains restrained, 
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you can use an action on your own turn to push or pull the 
creature up to 15 feet in any direction. 

Once used, this effect must be recharged and it cannot be 
used again until you complete a short or long rest. 


PROTOPLASER 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When you have this gadget equipped, you can activate it by 
taking an action to touch a creature. The creature you touch 
regains a number of hit points equal to 1d6 + your Intelligence 
modifier. The amount healed increases by 2d6 when you reach 
5th level (3d6), 11th level (5d6), and 17th level (7d6). This effect 
works on both living creatures and constructs, but has no effect 
on undead. Once used, the gadget must be reset and cannot be 
used again until you complete a short or long rest. 


PROXIMITY DETECTOR 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


You can use this gadget to set an alarm against unwanted 
intrusion. Take an action and choose a door, a window, or an 
area within 30 feet of you that is no larger than a 20-foot cube. 
For the next 8 hours or until you chose to deactivate the gadget 
using an object interaction, as long as you are on the same plane 
of existence an alarm alerts you whenever a size Tiny or larger 
creature touches or enters the designated area. When you set 
the alarm you choose whether the alarm is silent or audible. A 
silent alarm quietly alerts you that the ward has been triggered 
as long as you are within 1 mile of the warded area. This alarm 
will awaken you if you are sleeping. An audible alarm produces 
the sound of loud claxon for 10 seconds within 100 feet of the 
warded area. 

You can chose to set the alarm in a new area after taking 
a short or a long rest. However, you can have only one actively 
alarmed area at any one time. 


QUAKE MACHINE 
Intricate complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When this gadget is equipped, you can take an object interaction 
to place a seismic reactor onto the ground at a point within 
10 feet of you. At the beginning on your next turn, the device 
triggers, creating a seismic disturbance that causes an intense 
tremor in a 50-foot radius circle around the point where you 
placed it. This tremor shakes creatures and structures in 
contact with the ground in that area, with the following effects: 

e The ground in the area becomes difficult terrain. 

- Each creature on the ground must make a 
Dexterity saving throw. On a failed save, the creature is knocked 
prone. 

e Each creature on the ground that is concentrating must 
make a Constitution saving throw. On a failed save, the creature’s 
concentration is broken. 

- The tremor deals 50 bludgeoning damage to any structure 
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in contact with the ground in the affected area. If a structure 
drops to 0 hit points, it collapses and potentially damages nearby 
creatures. A creature within half the distance of a structure’s 
height must make a Dexterity saving throw. On a failed save, the 
creature takes 5d6 bludgeoning damage, is knocked prone, and 
is buried in the rubble, requiring a DC 20 Strength (Athletics) 
check as an action to escape. The DM can adjust the DC higher 
or lower, depending on the nature of the rubble. On a successful 
save, the creature takes half as much damage and doesn’t fall 
prone or become buried. 

The above effects repeat at the beginning of each of your 
next two turns, unless you take an object interaction to end 
the effect early. Once this gadget has been used, it must be 
recharged and cannot be used again until you complete a short 
or long rest. 


REARVIEW MIRROR 
Trivial complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: Continuous 


In addition to your normal field of vision, you can also perceive 
objects which are behind you. You cannot be surprised by any 
creature sneaking up behind you. 


REBREATHER 
Simple complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: Continuous (1 action, special) 


You can breathe underwater while you have this gadget 
equipped. 

Air Filter. While this gadget is equipped, you can take an 
action to activate an emergency air filter that is built into the 
gadget. For one minute after activation, you have advantage on 
saving throws made against harmful gases and vapors. Once 
used, this effect must be recharged and cannot be used again 
until you complete a short or long rest. 


RECOVERY FIELD 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: Continuous 


While this gadget is equipped, if you or any friendly creature 
within 60 feet of you regain hit points at the end of a short rest, 
each such creature regains an extra 1d4 hit points. The amount 
of hit points healed increases to 1d6 hit points when you reach 
11th level and again to 1d8 at 17th level. 


REGENERATION RAY 
Intricate complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped, you can use an action to shoot a 
ray of positive energy at a target you can see within 40 feet of 
you. This ray restores health and causes the affected creature’s 
wounds to regenerate at a greatly increased rate. The creature 
regains 50 hit points. For the next minute, the target also 
regains 1 hit point at the start of each of its turns. This effect 
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works on both living creatures and constructs, but has no effect 
on undead. Once used, the gadget must be reset and cannot be 
used again until you complete a short or long rest. 


RESET BUTTON 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 reaction 


You can activate this gadget as a reaction at the end of any other 
creature’s turn in combat. Once activated, the gadget alters the 
flow of time, reversing any events or actions that took place 
during that creature's turn. The creature takes its turn again 
and can chose to take different actions or the same actions as 
previously, possibly with different results. Once used, this effect 
must be recharged and cannot be used again until you complete 
a short or long rest. 


RETRACTABLE BAYONET 
Trivial complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: 1 object interaction (+ 1 attack action, 
special) 


A weapon equipped with this gadget contains a hidden, 
retractable metal spike bayonet, allowing the weapon to be used 
as an effective close-quarters melee weapon in addition to its 
normal ranged attack capability. The bayonet can be deployed 
or hidden inside the weapon by using an object interaction. 
As long as the bayonet is deployed, you can use the weapon to 
make a melee attack, adding both your proficiency bonus and 
your choice of either your Strength or Dexterity modifier to the 
attack roll. If the attack hits, the bayonet deals 1d6 plus either 
your Strength or Dexterity modifier in piercing damage. If you 
hit a creature of size large or smaller with the bayonet, you can 
choose to push the creature up to 5 feet away to you. 


RETRACTABLE FLIPPERS 
Simple complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: Continuous 


When this gadget is equipped, you can take an object interaction 
to deploy mechanical flippers from the bottom of your boots. 
While the flippers are deployed swimming does not count as 
difficult terrain, but walking does. You can take a second object 
interaction to retract the flippers. 


RETRACTABLE ICE SKATES 
Trivial complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: 1 object interaction 


When this gadget is equipped, you can take an object interaction 
to deploy a small skate blade from the bottom of your boots. 
While the blade is deployed you ignore difficult terrain created 
by ice or snow but terrain without ice or snow counts as difficult 
terrain for you. You can toggle this effect off by taking another 
object interaction to retract the blades. 

When the blades are deployed, you can use your attack 
action to make an unarmed strike (kick) against a creature 


within 5 feet of you. The attack deals 1d4 slashing damage if it 
hits. 


RETRACTABLE STILTS 
Trivial complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: 1 object interaction 


When this gadget is equipped, you can take an object interaction 
to unfold telescoping stilts out of your footwear, increasing your 
effective height by 5 feet and enabling you to reach objects which 
you could not otherwise. While the stilts are deployed, walking 
counts as difficult terrain. If you make a weapon attack or are 
hit by an attack you must make a DC 13 Dexterity (Acrobatics) 
check or be knocked prone. You have disadvantage on any check 
to resist being pushed. You can retract the stilts by taking a 
second object interaction. 


SMOKESCREEN EMITTER 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget 
thick, black smoke fills a 30 foot sphere around you. This smoke 
blocks line-of-sight and anything inside of this area is heavily 
obscured. This smoke lasts for 2d4 rounds unless dispersed by 
a moderate or greater speed wind. Once used, this effect must 
be recharged and cannot be used again until you complete a 
short or long rest. 


SONIC BEAM MODULE 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction +1 action 


This gadget consists of a powerful amplifier that can focus a 
spoken word into a beam of compressed sound. When this 
gadget is equipped, you can use an object interaction in 
conjunction with an attack action to make a ranged attack at 
a target you can see within 60 feet of you. You add both your 
proficiency bonus and Dexterity modifier to the attack roll. If the 
attack hits, the beam deals 3d6 thunder damage to the target. 
Additionally, if the target is a creature, it must succeed on a 
Strength saving throw or be pushed 10 feet away from you and 
knocked prone. This gadget cannot be used if you are rendered 
unable to speak. Once used this gadget must be recharged and 
cannot be used again until you take a short or a long rest. 


SOUND DAMPENER 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


When you take an object interaction to activate this gadget, for 
the next 3 minutes you have advantage on Dexterity (Stealth) 
checks to move silently as long as you move no more than half 
your speed. Once used, the effect must be reset and cannot be 
used again until you complete a short or long rest. 
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SPARKGAP’S COIL 
Intricate complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When you take an action to activate this gadget you are bathed 
in a shower of sparks. Chose one of the following effects: 

e Throw Lightning. A bolt of lightning forming a line 50 
feet long and 5 feet wide blasts out from you in a direction you 
choose. Each creature in the line must make a Dexterity saving 
throw. A creature takes 6d6 lightning damage on a failed save, 
or half as much damage on a successful one. The lightning 
ignites flammable objects in the area that aren't being worn or 
carried. 

e Shield of Sparks. Until the beginning of your next turn, 
whenever a creature within 5 feet of you targets you with a 
melee attack, that creature takes 3d8 lightning damage and 
can't take reactions until the beginning of their next turn. 

e Static Charge. Creatures within 30 feet of you that are 
wearing metal armor are pushed up to 15 feet directly away from 
you. Until the beginning of your next turn any creature wearing 
metal armor within a 60 foot sphere around you must pay 2 feet 
of movement for every 1 foot they move in your direction. No 
creature wearing metal armor may get closer to you then 10 feet 
away. 

On each of your next two turns you may take a bonus action 
to use one of the effects listed above. Once used, this gadget 
must be recharged and you cannot activate it again until you 
complete a short or a long rest. 


SPRING BOOTS 
Advanced complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: Continuous 


While this gadget is equipped, you can jump twice the normal 
distance, though you can’t jump farther in any one turn than 
your remaining movement would allow. 


SPELL NULLIFIER 
Advanced complexity gadget schematic 


Equipment Type: Armor 
Activation Type: 1 reaction 


When this gadget is equipped, you can activate it by using your 
reaction when you see a creature within 60 feet of you casting a 
spell. If you do so and the creature is casting a spell of 3rd level 
or lower, the spell fails and has no effect. If it is casting a spell of 
Ath level or higher, make an Intelligence check with a DC equal 
to 10 + the spell’s level. On a success, the creature’s spell fails 
and has no effect. Beginning at 17th level, if you roll a 20 on this 
check and the spell is 7th level or lower, the spell has no effect 
on its intended target and instead targets the creature that cast 
it instead. Once used, the gadget must be recharged and cannot 
be used again until you complete a short or long rest. 


Z 


Timepiece by ImaginaryNumbers 
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SPRING-LOADED SCABBARD 
Trivial complexity gadget schematic 


Equipment Type: Weapon (any without the two-handed 
property) 

Activation Type: 1 object interaction 

When this gadget is equipped, you can draw both the weapon 

that the gadget is integrated into and another weapon as part of 

the same object interaction. 


Spy BUG 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


You can take an action to activate this gadget, which takes the 
form of a tiny mechanical insect such as a beetle, cockroach, 
or cricket. The clockwork has AC 10, 1 hit point, a movement 
speed of 30, and cannot attack. It can take no actions on its 
own, but you can control the clockwork insect via a wireless 
communications link. While controlling the clockwork you 
perceive through the clockwork’s senses and are deaf and blind 
with regard to your own senses. The wireless link is lost and the 
gadget is deactivated if the clockwork moves further than 100 
feet away from you or if you take an object interaction to disable 
it. Starting at 11th level, your spy bug gains a flying speed of 50 
feet in addition to its walking speed and the range at which you 
can control the gadget increases to 200 feet. 


SPYGLASS EYEGLASS 
Advanced complexity gadget schematic 


Equipment Type: Eyewear 
Activation Type: Continuous 


While this device is equipped you have advantage on Wisdom 
(Perception) checks that rely on sight. 


STEAM SPRAY 
Simple complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 reaction 


When this gadget is equipped, you can use your reaction to 
impose disadvantage on the attack roll of a creature within 5 
feet of you. An attacker that can’t be blinded is immune to this 
effect. Once used, the effect must be recharged and cannot be 
used again until you complete a short or long rest. 


STIM INFUSION 
Advanced complexity gadget schematic 


Equipment Type: Armor 
Activation Type: Continuous (+1 action, special) 


When this gadget is equipped, your stamina in boosted and you 
gain the following benefits: 

e You can add half your Intelligence modifier to the number 
of days that you can go without food before you risk becoming 
exhausted. 

e You have advantage on Constitution saving throws versus 
any effect that would give you a level of exhaustion, such as 
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when making a forced march or attempting to survive drinking 
too little water. 

e You require half the amount of sleep each night that you 
normally would. 

Stimulant Injection. You can activate this effect by using an 
action. If activated, you must make a Constitution saving throw. 
If you succeed, you reduce your level of exhaustion by one. Once 
you have used this effect, it must be recharged and cannot be 
used again until you complete a long rest. 


SUCTION CUP CLIMBERS 
Advanced complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: Continuous 


When this gadget is equipped, you have advantage on all 
Strength (Athletics) checks that you make to climb. Starting at 
17th level, while this gadget is equipped climbing does not cost 
you extra movement. 


‘TARGETING SCOPE 
Advanced complexity gadget schematic 


Equipment Type: Weapon (a bow, crossbow or firearm) 
Activation Type: Continuous 


This gadget increases the accuracy when you make an attack 
with the weapon it is attached to. You do not suffer disadvantage 
when you use this weapon to attack a target at long range. 


‘TASER GLOVES 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action to make an unarmed strike 
against a creature within 5 feet of you. You have advantage on 
the attack roll if the target is wearing armor made of metal. 
On a hit, the target takes your unarmed strike damage plus an 
additional 1d8 lightning damage, and it can’t take reactions until 
the start of its next turn. This attack’s damage increases by 1d8 
when you reach 11th level (2d8), and 17th level (3d8). Once this 
attack hits successfully, the effect must be recharged and cannot 
be used again until you complete a short or long rest. 


‘THOUGHT PROJECTOR 
Advanced complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: 1 object interaction 


You may take an object interaction to activate this gadget. For 
the next five minutes you gain the ability to communicate with 
other creatures telepathically out to a range of 120 feet. You 
can communicate telepathically with any creature that has an 
Intelligence score of at least 1 by sharing mental projections 
of words, images, sounds, and other sensory messages. Once 
this effect has been used, the gadget must be recharged and it 
cannot be used again until you have completed a short or long 
rest. 


TIME-DILATION ZONE 
Intricate complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When you activate this gadget by taking an action, chose a spot 
within 60 feet of you that you can see. The gadget projects an 
invisible sphere of energy in a 40 foot sphere around the chosen 
point. The flow of time is altered for creatures inside the sphere. 

Movement costs double for each creature inside the energy 
sphere, it takes a -2 penalty to AC and Dexterity saving throws, 
and it can’t use reactions. A creature that starts its turn inside 
the sphere can use either an action or a bonus action, but not 
both. Regardless of the creature’s abilities or magic items, it 
can’t make more than one melee or ranged attack during its 
turn. If the creature attempts to cast a spell with an activation 
type of 1 action, roll a d20. On an 11 or higher, the spell doesn't 
take effect until the creature’s next turn, and the creature must 
use its action on that turn to complete casting the spell. If it 
can't, the spell is wasted. 

The energy sphere lasts for 1 minute unless you end it early 
by taking an object interaction. Once used, this gadget must be 
recharged and cannot be used again until you complete a short 
or a long rest. 


Tin FOIL HAT 
Advanced complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: Continuous 


You cannot be targeted by divination magic or perceived through 
magical or technological scrying sensors while this gadget is 
equipped. 


TRANQUILIZER TIMEPIECE 
Trivial complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: Continuous (1 object interaction +1 action, 
special) 


When this gadget is equipped, you always know the current 
time of day, date, and day of the week and can easily track the 
passing of time. 

Trang Dart. When this gadget is equipped, you can use an 
object interaction in conjunction with an attack action to fire 
a spring, loaded dart at a target you can see within 30 feet of 
you. You add your proficiency bonus and Dexterity modifier to 
the attack roll. If the attack hits, the target takes 1d4 piercing 
damage and must make a Constitution saving throw or fall 
unconscious for 10 minutes. The unconscious creature awakens 
if it takes damage or if someone uses an action to shake or slap 
it awake. Once used, the effect must be reset and cannot be used 
again until you complete a short or long rest. 


TRANSMOGRIFYING RAY 
Advanced complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped, you can use an action to shoot a 
beam of energy out of your fingertips toward a target creature 
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that you can see within 60 feet of you. The target must succeed 
on a Charisma saving throw or they, and all the equipment 
they are carrying, are transformed into the form of a small- 
sized barnyard beast such as a chicken, goat, or sheep. While 
transformed the following rules apply: 

e The target’s game statistics are replaced by the statistics 
of the beast, but they retain their alignment, personality, saving 
throw proficiencies, Hit Dice and hit points. 

e The target can still move and take actions, but they are 
limited by the capabilities of their beast form. 

e They cannot cast any spells. However, transforming doesn’t 
break concentration on a spell they have already cast or prevent 
them from taking actions that are part of a spell that they’ve 
already cast. 

At the end of each of their turns, the target may make another 
Charisma saving throw. The effect ends if the target succeeds on 
a saving throw to resist the effect, if they take damage from any 
source, or at the end of their third turn after the transformation. 

Once this effect has been used, the gadget must be recharged 
and cannot be used again until you have completed a short or 
long rest. 


‘TREASURE DETECTOR 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action (1 action, special) 


This gadget can be used to detect the presence of raw minerals 
and worked metal objects. As an action, you can use the gadget 
to scan a container no larger than 15 cubic feet, such as a closed 
barrel or a locked chest, safe, or footlocker. The gadget emits 
an audible whistle that indicates whether the container holds 
raw minerals or worked metal, including both mundane metal 
(such as bronze, iron, steel, copper, silver, and gold) and exotic 
metal (such as adamantine or mithral). Only the presence of 
metal can be detected, not the exact type or form (coins, armor, 
etc.). The intensity of the whistle also allows you to determine 
approximately how much metal is held in the container, with a 
low-intensity whistle indicating less than 5 pounds (the same 
approximate weight as 250 coins) of metal, a medium-intensity 
whistle indicating 6-19 pounds of metal, and a loud whistle 
indicating 20 pounds (1,000 coins) weight or more. Once used, 
this effect must be recharged and it cannot be used again until 
you complete a short or long rest. 


Mechanical Love by liuyangart 
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UNIVERSAL TRANSLATOR 
Simple complexity gadget schematic 


Equipment Type: Headgear 
Activation Type: 1 object interaction 


You may take an object interaction to activate this gadget. For 
the next three minutes you understand the literal meaning 
of any spoken language that you hear. Once this effect has 
been used, the gadget must be recharged and cannot be 
used again until you have completed a short or long rest. 


WATER CONDENSER 
Trivial complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 object interaction 


This gadget condenses water vapor out of air and stores the 
water in a bladder on your tool belt. As an action you can decant 
up to 1 gallon of clean, fresh water. Once used, the effect cannot 
be used again until you complete a short or long rest. 


WEAPON FLINGER 
Trivial complexity gadget schematic 


Equipment Type: Weapon (a melee weapon without the heavy 
or two-handed property) 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action using the weapon that 
this gadget is integrated with to make a ranged attack with the 
weapon. For purposes of this attack, treat the weapon as though 
it had the Thrown (range 20/40) property. Once this effect has 
been used, the gadget must be reset and cannot be used again 
until you have completed a short or long rest. 


WEAPON REACH EXTENDER 
Simple complexity gadget schematic 


Equipment Type: Weapon (a melee weapon that does not have 
the heavy, or two-handed trait) 
Activation Type: Continuous 


This gadget adds a telescoping handle to the weapon it is 
attached to. Treat the weapon that this gadget is attached to as 
though it has the reach trait. If it already has the reach trait, the 
weapon's reach extends for an additional +5 feet. 


WEATHER ROCKET 
Advanced complexity gadget schematic 


Equipment Type: Tool belt 
Activation Type: 1 action 


When you take an action to activate this gadget, you shoot a 
small rocket into the sky which explodes at a high altitude, 
releasing chemicals that alter the local atmosphere, changing 
the weather conditions for a radius of 5 miles around your 
location. You must be outdoors to activate this effect. 

You can change the current weather conditions, including 
precipitation, temperature, and wind. It takes 1d4 x 10 minutes 
for new conditions to take effect. The effect lasts for 6 hours and 
then gradually returns to normal. 
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Consult the current weather conditions on the table below. 
You can change each of the conditions by 2 steps up or down. 
You can also change the direction of the wind to any direction 
you wish. 


Precipitation 


Stage Conditions 

1 Clear 

2 Light clouds 

3 Overcast or foggy 

4 Rain or snow 

5 Torrential rain or blizzard 

Wind Temperature 
Stage Conditions Stage Conditions 
1 Calm 1 Unbearable heat 
2 Moderate wind 2 Hot 

3 Strong wind 3 Warm 

4 Gale 4 Cool 

5 Storm 5 Cold 

6 Torrential rain or blizzard 6 Arctic Cold 


Once this gadget has been used, it must be reset and cannot 
be used again until you have completed a short or long rest. 


‘WEBSHOOTER 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction + 1 attack action 


When this gadget is equipped, you can use an object interaction 
in conjunction with an attack action to shoot a stream of sticky 
webbing out of a tube hidden in your gloves. Make a ranged 
attack against a creature of size large or smaller that is within 
30 feet of you. You add your proficiency bonus and Dexterity 
modifier to this attack roll. If you hit, the creature is restrained 
by the webbing. As an action, the restrained creature can make 
a Strength saving throw to break free from the webbing. The 
effect ends if the webbing is destroyed. The webbing has AC 10, 
5 hit points, resistance to bludgeoning damage, and immunity 
to poison and psychic damage. Once you have used this gadget, 
its effect must be reset and cannot be used again until you 
complete a short or long rest. 


Desert-Punk by Rayph 


WHEELED HEELS 
Advanced complexity gadget schematic 


Equipment Type: Footwear 
Activation Type: Continuous 


While this gadget is equipped, you can use a bonus action on 
each of your turns to take the Dash action. 

Rocket Shoes. You can take an object interaction to fire 
rockets built into your boots, causing your walking speed to 
be doubled and any creature that makes an opportunity attack 
against you has disadvantage on the attack roll. This effect lasts 
for one minute. Once used, this effect must be recharged and it 
cannot be used again until you complete a short or long rest. 


WRIST ROCKETS 
Simple complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 action 


When this gadget is equipped you can use an action to activate 
it. If you do, you fire two explosive rockets out of your gloves. 
Each of the two rockets hits a creature of your choice that you 
can see within 80 feet of you. Each rocket deals 1d4+1 force 
damage to its target. The rockets all strike simultaneously, and 
you can direct them both to hit the same, or different targets. At 
5th level you can fire an additional rocket (3 rockets total). This 
increases by an additional rocket at 11th (4 rockets) and 17th 
levels (5 rockets). Once used, this gadget must be reloaded and 
cannot be used again until you complete a short or a long rest. 


WRITING PEN 
Trivial complexity gadget schematic 


Equipment Type: Gloves 
Activation Type: 1 object interaction (+1 action, special) 


You have a vial of ink and a retractable mechanical writing pen 
built into your gloves. You may take an object interaction to 
activate or hide the pen. 

Invisible Ink. You can take an action to write a message on 
parchment, paper, or some other suitable writing material, with 
this gadget using special disappearing ink. The message can 
be up to 50 words long. One round after writing the message, 
the ink fades and thereafter can be read only by a creature with 
the ability to see invisible objects. Once used, the effect must be 
reset and cannot be used again until you complete a short or 
long rest. 


Sandworm by LozanoX 
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Technology Feats 


The following feats interact with the gadget use features of the 
engineer class and can be employed in any campaign which 
allows this class. 


FAMOUS ARTISAN 


e You gain proficiency in one set of artisan’s tools and one 
skill of your choice. 

¢ If you work between adventures by crafting using your 
artisan’s tools, you can earn enough to support a wealthy lifestyle 
instead of a modest one. 


FIREARM EXPERT 
Prerequisite: proficiency with firearms weapons 


Thanks to extensive practice with firearms, you gain the 
following benefits: 

e Being within 5 feet of a hostile creature doesn’t impose 
disadvantage on your ranged attack rolls. 

e When you use the Attack action and attack with a one- 
handed firearm weapon, you can use a bonus action to attack 
with a loaded firearm weapon with the light property that you 
are holding in the other hand. 

e When you roll a 1 or 2 on a damage die for an attack you 
make with a firearm weapon that has the two-handed property, 
you can reroll the die and must use the new roll. 


FIREARM FAMILIARITY 


You have practiced extensively with and learned to use a variety 
of different firearms, gaining the following benefits: 

e Increase your Dexterity score by 1, to a maximum of 20. 

- You gain proficiency with firearms weapons 


GADGET MASTERY 


Prerequisite: You must be able to use at least one engineer 
gadget schematic 


e When you roll a 1 ona damage die for a gadget you control, 
you may reroll that die. You must use the result of the new roll. 

« When you use a gadget that effects an area, you can 
shield some creatures in the area from being affected by the 
gadget. Choose a number of creatures equal to your Intelligence 
modifier minus 2 (minimum of 1 creature). The creatures that 
you chose are unaffected by the gadget. 


HOMEBREW TECHNOLOGIST 


Choose two trivial and one simple complexity gadget schematic 
from the engineer’s list. You learn and can use these schematics 
as if you were an engineer. If the gadgets have an activated effect 
that requires a short or long rest to reset, you must finish a long 
rest before you can use it again. 
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The Engineer class opens up new 
options for characters to wield 
technological inventions. 


You can choose from three different, 
fully-fleshed out subclasses: 4 
Demolitions, Kinetics, and 

Technomancy. Plus, your engineer 

character can learn how to build and 

use over 100 different gadgets. Also 
included are rules for grenade-like 

bombs, firearms, technology feats and 

much, much more. 


This supplement supports numerous 
different character concepts from 
wacky inventor to masked vigilante, 
spacey bounty hunter, paranormal 
investigator, crafty gunslinger, 
amphibious special forces, mad 
scientist, and more! 


This work is designed for use with the Dungeons and Dragons sth Edition Roleplaying 
Game published by Wizards of the Coast LLC. Wizards of the Coast does not endorse 
this work. Any trademarks or product names used herein are the property of their 
respective owners. Oo 
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COMMUNITY HANDBOOK 


Shaman by Pattycakeee 


Handbook compiled, edited and designed 
to resemble official Player's Handbook 
by Smyri 


SHAMAN 


Mist floods the tent and wisps dance on the ceiling as 
a wizened orc raises one hand from the body in front 
of him, calling on his ancestors to lend him their 
strength and heal the wounded solider. 

A small spectral fox dashes ahead of the young elf, 
prancing and jumping around a inconspicuous patch 
of snow on the path, warning her just in time of the 
trap in the road. ; 

When a creature dies, it is not always the case that WA 
their spirits are able to move on, instead they linger. Š 
some track down those who can perceive them so that 
they might find peace through them, others do so for 
more obscure or malevolent reasons. Shamans are 
individuals either blessed or cursed to be capable of 
perceiving these entities and harnessing their power. 
This perception most often comes in the form of 
visions, dreams and whispers from the entities. 

Often living by themselves or tribes, shamans often 
separate themselves from the rat race of civilisation, 
preferring the company of the wild and her spirits. 


SPIRITUAL POWER 


Shamans gain their magical prowess directly from the 
spirits around them. Asking for aid, spirits are usually 
more than happy to oblige. 

Often having a deep understanding to the natural 
way of the world, most shamans typically view their $ 
power as part of a duty to help the spirits around them ee 
and guide them into the afterlife. 7 

Many shamans use their power to help the living too, : 
providing remedies and healing to the sick as well as 
offering boons and guidance to the worthy. 

Shamans typically learn to control their powers by 
learning from a mentor, or sometimes even being 
taught by the spirits of shamans before them. There is 
however, no greater teacher than experience, and so 
many shaman will set out on a spiritual journey to 
discover their full potential. 


GHOSTLY COMPANION 


Many shamans are accompanied by a spirit animal. A 
spirit whose essence a shaman binds to their own in 
order to fix them to the shaman’s plane. The form 
taken by the spirit animal is often a reflection of the 
shaman’s inner self. Only spirits with the motivation to 
help others can become spirit animals; and although 
they are bound and incapable of refusing a shaman, 
they are often more than happy to serve. 


THE SHAMAN 


Proficiency 
Level Bonus Features 
Ist +2 Spellcasting, Ritualist 
2nd +2 Spirit Guide, Spirit Boon 


3rd +2 Call to the Seer 

4th +2 Ability Score Improvement 
5th +3 Ritualist 

6th +3 Seer feature 

7th +3 Additional Spirit Boon 

8th +3 Ability Score Improvement 
9th +4 — 

10th +4 Spiritual Defense, Ritualist 
11th +4 — 

12th +4 Ability Score Improvement 
13th +5 — 

14th +5 Seer feature 

15th +5 Additional Spirit Boon 
16th +5 Ability Score Improvement 
17th +6 One With the Spirits 

18th +6 = 

19th +6 Ability Score Improvement 
20th +6 Spirit Sight 


CREATING A SHAMAN 


As you build your shaman, think about when and why 


your character acquired their connection with the 
spirits. Did terrible dreams plague you as a child and it 
wasn't until you had matured that you realised the 
truth of your abilities? Were you raised in a church 
and had these abilities bestowed on you so that you 
might better help lost souls cross over? Maybe you 
were cursed with these powers by a demon, forced to 
endure visions of a million possible apocalypses every 
night? 

Consider how your character perceives their 
abilities. Do you view them as a curse from the gods? 
Punishment for some crime committed long ago? 
Maybe you view it as a duty to the souls around you, an 
endless task to lend aid to the spirits and help them 
into the afterlife? Perhaps you view it as a tool to 
advance your plan, choosing to exploit the spirits you 
see rather than help them. 


Quick BUILD 

You can make a shaman quickly by following these 
suggestions. First, make Wisdom should be your 
highest ability score, followed by Constitution. Second, 
choose the Hermit background. Third the Druidcraft, 
and Prestidigation, along with the following 1st level 
spells: Dissonant Whispers, and Healing Word. 


Cantrips Spells 
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CLASS FEATURES 


As a shaman, you gain the following class features. 


Hit Points 

Hit Dice: 1d8 per shaman level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your 
Constitution modifier per shaman level after 1st 


PROFICIENCIES 

Armor: Light armor, medium armor, shields 
Weapons: Clubs, daggers, javelins, quarterstaffs, 
spears 

Tools: Herbalist kit 


Saving Throws: Wisdom, Charisma 

Skills: Choose two skills from Animal handling, 
Insight, Medicine, Nature, Perception, Religion and 
Survival. 


EQUIPMENT 
You start with the following equipment, in addition to 
the equipment granted by your background: 


* a) any simple weapon or b) a wooden shield 
- a) herbalist kit or b) any simple weapon 
« leather armor, an explorers pack, and a druidic focus 


SPIRIT SENSE 


At the 1st level you learn to open their mind and 
senses to detect the presence of lingering spirits. As an 
action, until the end of your next turn you are aware of 
the creature type and location of any undead and 
elementals within 60 feet of you that is not behind total 
cover. You can also determine if a creature has died in 
this area within the last 24 hours. 

You can use this feature a number of times equal to 1 + 
your Wisdom modifier. When you finish a long rest you 
regain all expended uses. 


SPIRIT GUIDE 


Beginning at 2nd level, the Shaman gains the ability to 


cast the Find Familiar ritual, but instead of 
summoning a familiar they summon a Spirit Animal. 
Choose from one of the following forms when you 
summon the Spirit Guide; Bear, Wolf, Coyote, Eagle, 
Owl, Snake or another if agreed to by the DM. The 
spirit uses the proficiency bonus (if required) of the 
Shaman. 

Your spirit animals stats are affected by the form it 
takes. These effects are as follows: 


Bear. +1 AC, +1 HP per level, proficient in Athletics 
(Strength). additionally, becomes a Medium Fey. 

Wolf/Coyote. +2 AC, proficient in Perception 
(Wisdom) and Survival (Wisdom). additionally, 
becomes a Medium Fey. 

Eagle/Owl. +1 AC, gains flight speed of 60ft, 
advantage on Perception (Wisdom) checks relying on 
sight. additionally, becomes a Small Celestial. 

Snake. +5 to initiative, gains proficiency to Stealth 
(Dexterity) and has advantage to Stealth (Dexterity) 
check. additionally, becomes a Small Fey. 


SPIRIT BOON 


At 2nd level; when summoning a spirit animal, select 
two of the following boons to provide it. 


Awakened spirit. The spirit animal gains limited 
telepathy to convey simple ideas, emotions and images 
telepathically to a creature within 100 feet of it that 
can understand a language. 

Curious spirit. As long as you're both on the same 
plane, you can choose to see through your spirit 
animal’s eyes as well as sense what it senses. there is 
no range on this ability. 

Durable spirit. Your spirit has advantage on saving 
throws against magical effects. 

Guardian spirit. Your spirit animal can use it’s 
reaction to impose disadvantage on an attack roll 
made by a creature within 5 feet of itself. 

Helpful spirit. Your spirit animal gains the ability to 
cast the following cantrips at will: Mending, Light and 
Dancing Lights. 


SPIRIT ANIMAL 


Small/Medium fey/celestial, unaligned 


Armor Class 13 
Hit Points 5 (1d4 + Spirit's con mod per Shaman level) 
Speed 30ft 


STR DEX CON INT WIS CHA 

10 (+0) 10 (+0) 12 (+1) 6 (-2) 14 (+2) 10 (+0) 

EE 

Damage Resistances acid, fire, lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical weapons 

Damage Immunities necrotic, poison 

Condition Immunities charmed, exhaustion, frightened, 
grappled, paralyzed, petrified, poisoned, prone, restrained 

Senses darkvision 60 ft., passive Perception 10 

Languages can understand the languages it's master knows but 
cannot speak 

Challenge 1 (200 XP) 


Psychic Link. The spirit animal can communicate telepathically 
with it's master 


Spirit Bond. The spirit animal can add your proficiency bonus to 
any Dexterity or Wisdom saving throws it takes 


Innate Spellcasting. The spirit animal's innate spellcasting ability 
is Wisdom (spell save DC 12, +4 to hit with spell attacks). It can 
innately cast the following spells, requiring no material 
components: 


At will: guidance 


ACTIONS 


Blink. The spirit animal appears to evaporate, teleporting 
instantly to a location it can see within 10 feet of it before re- 
materializing. 


Illusive spirit. Opportunity attacks made against 
your spirit animal as it is leaving a creatures reach are 
taken with disadvantage. 

Insightful spirit. When you make a check using a 
Charisma, Intelligence or Wisdom skill in which you're 
proficient, your spirit can offer it’s assistance; allowing 
the Shaman to add double their proficiency bonus to 
the roll. If they already added double their proficiency 
bonus, there is no effect. This can be used a number of 
times per day equal to the Shaman’s Wisdom modifier. 

Narrative spirit. Once per short rest your spirit 
animal can cast ‘Speak with Animals’ OR ‘Animal 
Friendship’. 

Protective spirit. As an action your spirit animal can 
grant temporary hit points equal to the Shaman’s 
Wisdom modifier to a willing creature within 5 feet of 
it. These temporary hit points last 5 minutes. 

Stalking spirit. Your spirit animal has advantage on 
Survival (Wis) skill checks made on checks for track- 
ing and locating shelter or food. 

Watchful spirit. The spirit gains 120ft darkvision 
and can see through magical darkness. 


SHAMAN ARCHETYPE 


At 3rd level the Shaman selects an archetype to focus 
the nature and aspect of their power. They become 
Seers for the spirits, either as a Seer of Forgiveness, 
shamen who focus on the harmony between worlds 
and the aid they can both offer each other; or as a Seer 
of Revenge, shamen who focus on exacting vengeance 
against those who have wronged the spirits. Your 
choice grants you features when you choose it at 3rd 
level and again at 6th and 14th level. 


ADDITIONAL SPIRIT BOON 


Beginning at 7th level, the Shaman’s connection to the 
spirits becomes so potent and powerful that when you 
summon your spirit animal, you may select an 
additional Spirit Boon. At the 15th level your 
connection grows stronger still, allowing you to select 
a fourth boon. 


SPIRITUAL DEFENSE 


At 10th level, the spirits around the Shaman offer aid, 
trying to protect them. When you gain this feature; you 
have advantage on saving throws against being 
charmed or feared. 


ONE WITH THE SPIRITS 


At 17th level, when the Shaman summons a spirit 
animal, their physical form changes and they gain the 
same benefits provided by the chosen animal type to 
themselves. If the animal form provides a proficiency 
that the Shaman already has, instead add double the 
proficiency bonus to that skill. 


SPIRIT SIGHT 


At 20th level, your connection to the spirits is so 
powerful, that you begin to see things beyond spirits. 
You are always under the effects of the 'True Seeing’ 
spell. 


SHAMAN ARCHETYPES 


Becoming a Shaman is often not a choice, however 
what a shaman chooses to do with their power is 
entirely up to them. A shaman chooses the path they 
will tread once they reach the 3rd level, from then on 
their fate is all but sealed. Some Shamans instinctively 
know the path that will one day tread, and actively 
seek to fulfil their future purpose, others simply 
choose to wait and see what fate, and the spirits, 
choose for them. 


SEER OF FORGIVNESS 

Seers of Forgiveness believe the material world and 
the spirit world were meant to live in harmony. They 
believe you shouldn't be afraid of spirits, just as they 
shouldn't be afraid of you. As a Seer of Forgiveness, 
you aim to bring the two worlds closer together, clos- 
ing the gap between worlds and bathing in the ex- 
change of knowledge it brings. 


Bonus CANTRIP 
At the 3rd level, the Shaman gains one additional 
cantrips from the Shaman spell list. 


SOOTHING VOICES 

At the 3rd level you can command spirits to bombard a 
target with soothing tones and chants. As an action 
you can target one creature within 60 feet, the target 
must take a Wisdom saving throw or become your 
choice of charmed or feared for one hour. If a creature 
succeeds on the save, they are immune to this ability 
for 24 hours. This ability can be used a number of 
times equal to your Wisdom modifier per long rest. 


SACRIFICIAL SPIRIT 
At the 6th level, spirits echo your words and chants, 
giving you their power. Whenever you cast a spell, 


choose a creature you can see within 60 feet of 
yourself to be healed for an amount equal to the casted 
spells level. 


EcHOED WORDS 

At the 14th level, once per long rest the Shaman can 
choose to use their action to dismiss their spirit 
animal, restoring a number of hitpoints equal to the 
spirit animal’s hit point maximum to any willing crea- 
tures within 60 feet of the Shaman. The healing 
amount can be distributed and split as the Shaman 
wishes. 


SEER OF REVENGE 


Seers of Revenge seek not the harmonious coexistance 
between spirits and the living, but instead choose to 
follow a darker path. These seers roam the world 
waging war on the spirits behalf, believing that to 
guide spirits to the other side they must apease them 
by commiting acts of vengance in their name. These 
acts vary from punishing those who do not pay their re- 
spects to the spirits, the hunting down and killing spir- 
it’s murderer. 


Bonus PROFICIENCIES 
At the 3rd level you become proficient in martial 
weapons. 


SPIRITUAL RAGE 

At 3rd level, you learn how to tap into the rage and fury 
of lingering spirits during the heat of battle. When you 
hit an enemy with a melee weapon attack, you can 
expend one Shaman spell slot to deal psychic damage 
to the target, in addition to the weapon's damage. The 
extra damage is 1d8 for a 1st-level spell slot, plus 1d8 
for each spell level higher than 1st, to a maximum of 
5d8. This cannot be used in conjunction with the 
Paladin's Divine Smite feature. 


SPIRITUAL ONSLAUGHT 
At the 6th level you can attack twice, instead of once 
whenever you take the Attack action on your turn. 


SPIRIT SHIELD 

At the 14th level, the Shaman can use a bonus action 
on their turn to dismiss their spirit animal, allowing it 
to linger and protect the Shaman. For 1 minute after 
sacrificing your spirit animal, once per turn when you 
hit a target you gain temporary hit points equal to your 
Wisdom modifier + Constitution modifier. These tem- 
porary hit points last for 10 minutes. 


SPELLCASTING 


Calling and drawing from the spirits of old, you can 
pull forth energy and magic from beyond this plane, al- 
lowing you to fuel their spells. See chapter 10 of the 
Player’s Handbook for the general rules of 
spellcasting. 


CANTRIPS 

At the first level, you know 3 cantrips of your choice 
from the shaman spell list. You learn additional 
shaman cantrips of your choice at higher levels, as 
shown in the Cantrips Known column of the Shaman 
table. 


SPELL SLOTS 
The Shaman table shows how many spell slots you 
have to cast your spells of 1st level and higher. To cast 
one of these spells, you must expend a slot of the 
spells level or higher. You regain all expended spell 
slots when you finish a long rest. 

For example, if you know the 1st level spell burning 
hands and have a 1st-level and a 2nd-level spell slot 
available, you can cast burning hands using either slot. 


SPELLS KNOWN OF 1ST LEVEL AND HIGHER 
You know four 1st-level spells of your choice from the 
Shaman spell list. 

The Spells Known column shows when you learn 
more Shaman spells of your choice. Each of these 
spells must be of a level for which you have a spell 
slots, as shown on the table. For instance, when you 
reach 3rd level in this class, you can learn one new 
spell of 1st or second level. 

Additionally when you gain a level in this class, you 
can choose one of the shaman spells you know and 
replace it with the another spell from the Shaman 
spell list, which also must be of a level for which you 
have spell slots. 


SPELLCASTING ABILITY 

Wisdom is your spellcasting ability for your shaman 
spells, since the power of your magic relies on you 
channelling your magic through the spirits. You use 
your Wisdom whenever a spell refers to your spellcast- 
ing ability. In addition, you use your Wisdom modifier 
when setting the saving throw DC for a shaman spell 
you cast and when making an attack roll with one. 


Spell save DC = 8 + your proficiency bonus + 
your Wisdom modifier 


Spell attack modifier = your proficiency bonus + 
your Wisdom modifier 


RITUAL CASTING 


You can cast a Shaman spell as a ritual if that spell has 


the ritual tag and you have the spell prepared. 


SPELLCASTING Focus 


You can use a druidic focus (found in chapter 5 of the 
Player’s Handbook) as a spellcasting focus for your 


Shaman spells. 


SHAMAN SPELLS 


CANTRIPS (O LEVEL) 
Dancing lights 
Guidance 

Light 

Mage hand 
Mending 
Message 
Prestidigitation 
Shillelagh 
Shocking grasp 
Thorn whip 


Ist LEVEL 


Bane 

Bless 

Cure wounds 
Detect magic 
Dissonant whispers 
Entangle 
Goodberry 

Guiding bolt 
Healing word 

Inflict wounds 
Speak with animals 
Tasha’s hideous laughter 
Thunderwave 


2ND LEVEL 


~ Augury 


Beast sense 
Enhance ability 
Gust of wind 
Hold person 
Lesser restoration 
Magic weapon 
See invisibility 
Silence 

Spike growth 


Spiritual weapon 


3RD LEVEL 


Bestow curse 
Call lightning 
Clairvoyance 
Conjure animals 
Dispel magic 
Revivify 

Speak with dead 
Speak with plants 
Spirit guardians 


4TH LEVEL 


Banishment 

Conjure woodland beings 
Conjure minor elementals 
Divination 

Giant insect 

Grasping vine 

Greater invisibility 


5TH LEVEL 


Awaken 

Commune with nature 
Conjure elemental 
Greater restoration 
Insect plague 

Legend lore 

Mass cure wounds 
Planar binding 

Raise dead 


Scrying 


6TH LEVEL 


Conjure fey 
Forbiddance 
Planar ally 
True seeing 
Wall of thorns 


7TH LEVEL 


Etherealness 
Plane shift 
Regenerate 
Symbol 


8TH LEVEL 


Control weather 
Earthquake 
Sunburst 
Tsunami 


9TH LEVEL 


Astral projection 
Foresight 

Storm of vengeance 
True resurrection 
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PALADIN SACRED OATH: OATH OF SILENCE 


Paladins that swear the Oath of Silence oppose the wrongful use 
of arcane magic and sorcery. They consider the abuse of such 
power to be an affront to the gods that gave the gift of magic 
to mortals. Some may even go so far as to believe that such 
power was never intended to wielded at all by mere mortals and 
oppose its use completely All that swear this oath agree on one 
thing: they will not rest until they have silenced those that use 
magic for purposes beyond what the divine powers intended. 


‘TENANTS OF SILENCE 

The tenants of this oath revolve around the divine origins 
of magic and the strict regulation of how magic should (or 
shouldn't) be used by mortal beings. 

All magic is divine. The weave of magic was created by 
higher powers for the benefit of all beings. All magical power 
flows down from on high. 

Magic is a gift. Mortals that can harness the power of 
magic, even arcane magic, are able to do so only because higher 
powers have bestowed a mighty gift upon them. 

Magic is not to be misused. The gift of magic was not 
meant to be used to enrich, oppress, or enslave, but to benefit 
all mortals. It shall not be wielded improperly. 

Misuse of magic must be opposed. | will silence those who 
profane the sacred language of magic by abusing its power. 


OATH SPELLS 
You gain oath spells at the paladin levels listed. 


Oath of Silence Spells 


Paladin Level Spells 
3rd Detect Magic, Shield 
5th See Invisibility, Silence 
gth Counterspell, Dispel Magic 
13th Freedom of Movement, Locate Creature 
17th Circle of Power, Hallow 


CHANNEL DIVINITY 
When you take this oath at 3rd level, you gain the following two 
Channel Divinity options: 
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Mute Opposition. As a bonus action, you allow divine 
power to wordlessly flow through you. For the next minute, you 
can ignore the verbal components of any of your paladin spells 
that you cast as long as you are brandishing your holy symbol as 
a spellcasting focus. 

Righteous Interruption. You can expend your Channel 
Divinity as a bonus action whenever you damage a creature that 
is concentrating on a spell. If you do, the DC of that creature’s 
Constitution saving throw to maintain concentration equals 13 
or the amount of damage that you dealt, whichever number is 
higher, instead of the normal DC. 


CURSEBREAKER 

Starting at 6th level, when you use your Lay on Hands feature, 
you can expend 5 hit points from your pool of healing to cause 
one curse affecting the touched creature to end. You can remove 
multiple curses with a single use of Lay on Hands by expending 
hit points separately for each one. 


STUNNING SMITE 

Starting at 15th level when you use your Divine Smite against 
a creature, in addition to dealing extra radiant damage, you 
may also unleash a burst of divine energy which has a chance 
to stupefy your target. If you do, the target must succeed on a 
Constitution saving throw or be stunned until the beginning of 
your next turn. The DC of this saving throw is equal to the saving 
throw DC for your paladin spells. Once you use this ability, you 
can’t use it again until you finish a short or a long rest. 


PARAGON OF SILENCE 
At 20th level, you can use an action to unleash your inner 
divinity, causing a transfiguration of your form. A shimmering 
aura of divine energy surrounds you and for 1 minute, you gain 
the following benefits: 

- You have resistance to damage from spells. 

e Enemy creatures within 10 feet of you can’t move or 
travel using teleportation or by extradimensional or interplanar 
means. 

e When you score a critical hit with a weapon attack, the 
target of the attack must make an Intelligence saving throw. 
The DC of this saving throw is equal to the saving throw DC for 
your paladin spells. On a failed save, the creature’s Intelligence 
and Charisma scores become 1. The creature can’t cast spells, 
activate magic items, understand language, or communicate in 
any intelligible way. At the end of every 24 hours, the creature 
can repeat its saving throw against this effect. If it succeeds on 
its saving throw, the effect ends. The effect can also be ended by 
Greater Restoration, Heal, or a Wish. 

Once you use this feature, you can't use it again until you 
finish a long rest. 
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SACRED OATHS 


Becoming a paladin involves taking vows that commit the 
paladin to the cause of righteousness, an active path of 
fighting wickedness. The final oath, taken when he or she 
reaches 3rd level, is the culmination of all the paladin’s 
training. Some characters with this class don’t consider 


themselves true paladins until they have reached 3rd level k 


and made this oath. For others, the actual swearing of the 
oath is a formality, an official stamp on what has always 


been true in the paladin’s heart. 


OATH OF THE ELDER SIGN 


Keepers encounter the Elder Sign in a multitude of ways. 


Some find it in the derelict pages of an antediluvian tome, 
yet others see its shape in their very dreams. All who gaze 
upon it know its authority, as instinctively as animals know 
to fear fire; it is an icon of power originating from beyond 
the veil of reality, one that no men were meant to know. 
You have sworn to hold the sign as its Keeper, and vowed 
to protect the mortal realm from the forces beyond, or 
vowed to tear reality asunder, and let the Elder Evils 


henceforth seep through. 


TENETS OF THE ELDER SIGN 
The principles held by the Keepers of the Elder sign are as 


esoteric as their ancient order. Dedicated to the secrets of 
the universe and the keeping them mercifully hidden from 
the world, the Keepers are a clandestine and influential 
organization. 

Keep the Sign. The Elder Sign is a tool of immense 
power, and must be kept safe. You can scarcely understand 
the source of power contained in this mere piece of 
geometry, but you know it can never be allowed to fall into 
the wrong hands. 

Seek Knowledge. Whenever possible, you should seek 
out and acquire hidden, esoteric knowledge. You are drawn 
to such secrets, like the Elder Sign, and perhaps can turn 
them against your foes. 

Go Unseen. It is imperative the struggles you face are 
kept secret. The forces are work here are barely 
comprehensible, and their reveal can drive men to the brink 
of madness. 

Defend the Gates. It is your job to stand vanguard at 
the gates that form where our world intersects the Far 
Realm. You may be protecting it from those who would 
seek to close it, or you may wish to stem the tide of 


creatures coming through. 
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OATH SPELLS 


You gain oath spells at the paladin levels listed. 


Paladin Level Spells 


3rd arms of Hadar, protection from evil and good 
5th detect thoughts, zone of truth 

9th major image, speak with dead 

13th greater invisibility, locate creature 

17th mislead, scrying 


CHANNEL DIVINITY 
When you take this oath at 3rd level, you gain the 


following two Channel Divinity options. 

Invoke Elder Sign. As an action, you can fleetingly 
create the form of the Elder Sign, a powerful symbol which 
can strengthen or wear thin the walls of reality. Choose a 
space adjacent to you, which is where the sign burns 
brightly for 1 minute in a 20-foot radius sphere. No 
darkness, magical or otherwise, can obscure this area. Each 
creature friendly to you in this area gains a +1 bonus on 
attack and damage rolls and gains a +1 bonus to armor 
class. No outsider, an aberration, celestial, elemental, fey, 
or fiend, can enter or teleport within this area or use portals, 
such as those created by the gate spell, to enter the area. 
Those that are already in this area are shunted to the nearest 
space available. As such, Elder Signs are often placed in 
front of gates to the Far Realm, to close leaks into that 
reality. 

Alternatively, when you use this ability, you can choose 
to Invert the Elder Sign. Doing so casts hunger of hadar for 
one minute centered on the sign. You take no damage from 


this spell on the round it is cast. 


Glimpse the Unspeakable. As an action, choose one 
creature you can see within 30 feet. This creature must 
make a Wisdom saving throw. On a failed save, the 
creature sees a glimpse of the Far Realm, and is stunned 


with horror until the beginning of your next turn. 


AURA OF MENTAL FORTITUDE 
Beginning at 7th level, you and allies within 10 feet of you 


have immunity to psychic damage. At 18th level, the range 


of this aura increases to 30 feet. 


WORD OF REVELATION 
By 15th level, your research in musty, forbidden tomes has 


proven fruitful. As an action, you can utter a word used in 
the creation of the universe. All magic effects within 15 
feet of you are targeted by dispel magic. After using this 
ability, you cannot use it again until you complete a long 


rest. 


SUNDER REALITY 
At 20th level, you can call upon the Elder Sign to tear the 


very fabric of reality, creating a one-way rift to or from the 
Far Realm for 1 minute. Choose an unoccupied 5-foot 
radius sphere that you can see and whether this portal 
should lead to, or come from the Far Realm. Creatures that 
end their turn within 30' of the sphere are inexplicably 
moved 5 feet toward it, as if pulled by an unseen force. If 
the portal leads to the Far Realm, creatures that enter it are 
flung to the far reaches of space, taking 8d10 psychic 
damage from the horrors they witness and are ejected from 
the far side of the portal 1 round later. If the portal leads 
from the Far Realm, creatures adjacent to it are restrained 
by tentacles, claws, or other monstrous appendages that 
reach through it. Creatures so restrained can break free as 
an action by making a Strength saving throw. After using 
this ability, you cannot use it again until you complete a 
long rest. 


Introduction 


Welcome to the continent of Telehar, a place of war and 
politics, encompassing lands of magic, mystery and 
great peril. 


Bold Knights war against one another, battling evil and 
good in an endless search for peace. Daring treasure 
seekers plunge the depths of ancient tombs of dead 
gods in pursuit of treasure and fame. Mages plunder 
the ruins of fallen kingdoms, searching for the terrible 
secrets of the Aether that have been lost to the world. 


This is the land of Telehar, a once great Empire that 
now lies shattered, leaving the wicked and righteous to 
fight over its remaining pieces. Now it is your turn to 
join the fray, to decide the future of this tortured land. 


The Land of Telehar 


From the deep jungles of Rhoza to the green fields of 
Edocan, a hundred nations lie within the continent of 
Telehar, a single continent in the world of Azkera. 


What lies beyond Telehar few can guess, or dare to 
even dream, for explorers are only ever met by a vast 
uncaring ocean and lands of extraordinary danger. As 
far as it’s people are concerned Telehar is a jewel of 
civilization in a savage world, even when their own 
savagery threatens to tear it apart. 


The continent of Telehar measures more than thirteen 
hundred miles from east to west and twenty hundred 
from north to south. It includes scorching hot deserts, 
deep bewildering forests, unscalable icy mountains 
and golden fertile fields. 


Though every corner plays host to a nation much of the 
continent lies abandoned, left to be claimed by anyone 
with the power to keep them. Fell magic, deadly 
monsters and cruel rulers are all threats that you face 


when travelling this vast land. Even well travelled 
roads may fall prey to a monster or bandit attack, and 
nowhere is safe from the wars that continue to rage 
for the empty throne of the Emperor. 


The People 


Telehar is home to hundreds of intelligent races, 
ranging from the teeming kingdoms of humankind to 
the dark lairs of terrible creatures that may only 
number a score. The people are just as varied as the 
land is, ranging from beautiful to vile in equal measure. 


The great story of Telehar is it’s miraculous survival 
during the days of the Divine Wars, when gods walked 
the world and did battle with one another. From the 
ashes of this conflict the Empire rose spearheaded by a 
legendary human to bring the continents people and 
nations together under one rule, so that they would 
never again suffer a war as terrible as the ones that 
came before. 


The Empire's expansion tamed much of the wildlands, 
absorbing races that would bow to it and driving out all 
others. Ancient caves of forgotten races and the 
hunting grounds of ogres and monsters have all been 
pushed aside and claimed by the march of civilization. 


But peace is always just out of reach in Telehar, and 
with the murder of the last Emperor almost three 
hundred years ago the continent has plunged into 
decades of war. Some look to rebuild the Empire and 
its dream of peace, while others consider it a failure 
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and seek to make what gains they can in these troubled 
lands. 


Will the Empire ever to be rebuilt? Or is Telehar 
doomed to an eternity of struggle and war? Was the 
dream of peace just that? A dream? 


The Civilised Folk 


Of the many races of Telehar, only about a dozen are 
considered ‘civilised’. Humans are one of the more 
numerous races, building their sprawling kingdoms 
and nations wherever they can. To the older races 
humanity is an upstart race, taking advantage of their 
part in the formation of the Empire to expand their 
hold on the continent. For the Elves and Dwarfs, who 
are said to be some of the very first mortals to walk 
the world, find themselves faced with a crossroad. 
Now is the time for them to choose, to attempt to 
make a resurgence of their race or begin a great and 
sad decline. 


Closer to the wilds than they have ever been to 
civilization the gnome and halfling races have fallen 
back into their old ways, growing closer to nature as 
the once great kingdoms of the land tear each other 
apart. But for those of their kind that have chosen to 
stay the course have found themselves in unique and 
often rich positions, sometimes proving a better fit to 
cities then even their human creators. 


Stranger races exist in this land too, integrated into 
current nations by their inclusion in the Empire so 
long ago. The strange bird like Toran, though normally 
enclosed in their jungle home are known to venture 
out sometimes, on pursuits of beauty in an ugly world. 
The Narolith, a race created for war, are now one of 
the old Empire's greatest and most loyal workers. 

The Helian, a race of scholarly giants that have proven 
to be great mages and clever councillors to kings and 
courts. The mysterious Porsla, a constructed race of 
unknown origin, obsessed with finding a purpose have 
found many jobs in the Empire for themselves. 


There are more races across the land of Telehar, but 
not all swear to the old ways of the Empire, like the 
strange merfolk who look to the shores to expand their 
underwater kingdoms, or the hidden serpent people 
that even now plot to enslave nations to make their 
own Empire. 


Savage People and Monsters 


Against the shattered Empire and it’s various 
Kingdoms stand a great many enemies. Foremost 
amongst them are the savage peoples- goblins, 
beastmen and ogres and all their kin. These wild and 
cruel races build their homes in abandoned territories, 
claiming forgotten fortresses and building their own 
where they can. They are also one of the only people 
that would dare live in the tombs of the dead gods, 
risking insanity and mutation from the lingering misma 
that lies within them. Breeding and training powerful 
warriors these creatures regularly burst forth from 
their strongholds to slaughter villages and towns that 
lie in their path. 


But Telehar is home to much more malevolent forces 
as well, gathered just below the surface to plot and 
scheme the downfall of the broken Empire. 
Marshalling dark and forbidden powers the creatures 
of these hidden places wage an endless war of their 
Own upon one another, in pursuit for total domination 
and destruction. 


But even these threats pale in comparison to the power 
of creatures born from Gods and the Divine Wars. 

The nine immortal dragons, who are always reborn 
when they die, growing up to spread death and 
destruction upon the land. The dead yet powerful 
juggernauts, that even now spread their mad influence 
where they fell. More of these creatures exist still, 
sealed and undiscovered, waiting for their chance to 
continue a war that has long since ended. 


Heroes and Villains 


As a land divided Telehar has room for all manner of 
virtue and vice. The constant conflicts of the continent 
give way for those with the ambition and power to 
make their mark upon the world, praised as savours or 
cursed as destroyers. 
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But the world is not crystal clear, and neither is it’s 
justice. War is a pursuit of power and prosperity, labels 
of good and evil have little place amongst the Hundred 
Kingdoms. When good people are willing to commit 
atrocities, and villains wish to pursue peaceful 
resolutions, who can say to hold the moral right in such 
a world? 


A World of Magic 


Azkera is a world steeped in a mysterious element 
known as Aether, an invisible force that floats through 
the air like dust. During their reign the Gods were able 
to gather Aether to themselves to commit astonishing 
acts of creation and destruction, but there overuse of 
the element saw it diminish in the world and lead to 
the madness of the Divine Wars. 


Today Aether is not as prominent as it once was, but it 
still touches the majority of people in mysterious and 
subtle ways. Those who study magic in all it’s forms 
are able to make use of the Aether, gathering it to 
themselves to cast spells. 


But as a moving element Aether is able to affect the 
world with disasters and miracles alike. Old 
creatures become receptacles of Aether making 
them stronger and more intelligent, and the land 
becomes warped and scarred as the Aether gathers 
into rare storms of cosmic and deadly brilliance. 


The Dead Gods 


Though the God’s mortal forms have long since died 
out their will and power still touches the world in 
many ways. Worshippers of these divine spirits are 
able to create a bridge between the mortal world and 
the one beyond, channeling a god's power into 
miracles and curses. Even simple folk who lack the 
power to connect their own spirits to such gigantic 
souls are able to benefit from divine boons and 
blessings in return for worship. 


Religion is a strange mix of faiths in Telehar, 

where powerful deities are lauded highly and whole 
nations gather under their worship, and where 
smaller deities carve up cults for themselves to spread 


their message and powers. It is unknown how many 
deities there are, and how many lie forgotten awaiting 
the day they will be discovered and worshipped once 
more. 


But even without their divine presence the Gods have 
left many marks upon the world, their indestructible 
dead bodies leak a terrible and deadly miasma, forcing 
their worshippers and even enemies to entomb their 
bodies deep into the earth. Alongside these tombs 
where treasures, traps and guardians lurk often hold 
powerful relics handcrafted by the gods at the height of 
their power. The secrets needed to create these 
powerful objects have long since been lost, making 
many consider the risks and rewards of entering these 
great tombs. 
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Characters 
Scheming sorcerers of House Raunia, feared and 
loved in equal manner by their citizens, seek new 
ways to increase the power of their draconic 
bloodlines. Mistrusted clerics of Zol dredge their way 
into the swamplands of Tendath to find the tomb of 
their forgotten god. Ingenious Crystal Dwarves 
experiment in new ways to harness the innate powers 
of their gems in there sun bleached fortresses. Almost 
any kind of hero or villain can find a home in the 
Warden's campaign setting. 


Who your character is and where they come from, 
more than what they can do, can play a vital role in 
defining your character in the world. 


Creating a Character 


Any character created using the rules in the Player's 
Handbook works as a character in the Warden setting, 
but this chapter explains how to create a character 
tailored for Telehar and ground it in the rich detail of 
the setting. 


To create a first level character follow the steps 
outlined in the Player’s Handbook but add in the 
additional features to Step 1: Choose a Race, 
Step 2: Choose a Class, Step 4: Describe your 
character, that we outline in this chapter. 


Character Races 


Telehar is home to hundreds of intelligent races and 
gives rise to dozens and dozens of stories. In the 
Wardens campaign setting a number of new character 
races are available for the player. Most of the races 
described in the Player Handbook are present in 


Telehar, but the races dragonborn, half-orcs and tieflings 


do not exist in the setting. The setting is also home to 
unique subraces for each race alongside the subraces 
outlined in the Players Handbook. 


For example you can find High Elves and even Drow in 
Telehar, but you can also encounter the new Imperial 
Elves. Some of these subraces are more commonly 
found in specific regions, but your choice of home 
region can add an extra level of complexity to your 
characters background. 


Character Classes 


All of the classes described in the Player Handbook 
have an additional archetype in the Warden's 
campaign setting to choose from. For example, every 
cleric chooses a patron from the pantheon of Telehar, 
some of which can grant new domains not described 
in the Player's Handbook. 


Character Region 


The player’s handbook only needs you to pick from one 
background, but the Warden Campaign setting gives 
you the opportunity to add a region to your background 
which can help define your character in the world and 
grant you a small bonus. 


Each race and class lists a number of suggested 
regions in which your type of character is practically 
common or encouraged by the principle culture. But 
these are not iron hard rules, and any race or class can 
turn up anywhere across the Telehar. 


Races of Telehar ie 


Telehar is inhabited by hundreds of races. Many of 
these races are native to the land and have existed 
there for thousands of years, created by powerful gods 
during the divine wars. Other races were born in the 
aftermath of those wars, hailing no god as their 
creator. Some even came from beyond the known 
world to settle upon the continent. 


The most common races found as player characters- 
humans, dwarves, elves, halflings, gnomes, narolith 
etc- are descended from Telehar natives, born from 
gods good and evil. But in the ages afterwards more 
races have begun to appear, like the Helian and the 
Porsla, who do not trace their history back to a god 
and are for many a kind of immigrant. Because of the 
vast amount of time that has passed since the Divine 
Wars the races of the world have splintered into new 
and unique cultures, and members of most of these 
races and subraces display a wide range of skin and 
hair colour. 


Humans 


After the founding of the Empire by Andres, the 
legendary human who slew the evil god Malath, 
humankind saw it as a sign of their rise to power as a 
race. But with this rise has come many struggles for 
identity, causing wide fractures between their race that 
has resulted in a countless number of competing 
nations, states, sects, religions, bandit kingdoms and 
tribes. Humans argue about anything, fight about most 
things they argue about and often have cultures that 
encourage this behaviour. 


The longer lived races have, a sometimes begrudging, 
respect for mankind's rise as one of the most 
prominent races on the continent. But that respect is 
tempered by humanities infighting and struggles, 
which are regarded as distractions at best and folly at 
worst. 


It is said humanity has the capacity to produce the 
greatest heroes and worst villains the world has ever 
seen, but often they are found wasting what potential 
they could have. 


Region: Humans can be found in almost every region 
of Telehar, though historically it’s said they come from 
Edocan where the majority of their kingdom's reign. 


Human Variants 
Imperial Human ° 


Brought up amidst the old imperial culture, imperial 
humans tend to walk with a sense of pride and 
purpose in their steps. It was by mankind's hand that 
the greatest sovereignty the world has ever seen was 
created, the Empire of Telehar, and while it has long 
since passed it’s golden years, imperial humans wear it 
like a badge of honour. Considered quite stubborn by 
other races, it’s often said that an imperial human will 
step forward when they should back down, proving 
arrogant but also tenacious adversaries. 


Ability Score Increase. Choose four ability scores to 
increase by 1. 

Skilled. You gain 1 proficiency of your choosing. 

Imperial Will. Before you roll a saving throw you can 
use a reaction to gain advantage on it. After using 
this ability you can’t use it again until after a long rest. 


Haven Human 


As a race Humans are very different and find 
themselves fitting into all kinds of skilled niches that 
many other races lack the flexibility to choose to 
suddenly focus in. Haven humans are a people who 
have found the niche they want to focus in and have 
spent an extraordinary amount of time to become 
skilled in it. Often settling into their role wherever 
they find themselves, other races consider them quite 
useful and less fickle than the standard human. 


Ability Score Increase. Choose two ability scores to 
increase by 1. 

Skilled. You gain 1 proficiency of your choosing, 

Focus. Pick one of the following Feats: Athlete, Actor, 
Dungeon Delver, Durable, Healer, Heavily Armoured, 
Keen Mind, Lightly Armoured, Linguist, Moderately 
Armoured, Observant, Resilient, Skilled, Tavern 
Brawlers 


Dwarves 


Dwarves were one of the first races to build grand 
underground fortresses, to help them fight against the 
dark forces arranged against their race and god. 
Though the dwarfs were eventually victorious the 
underground world continued to prove a hostile 
environment to them which forced many of them to 
immigrate to the calmer surface or secluded 
mountains. 


The main dwarven subraces are the Hill Dwarves of 
eastern Telehar, the northern Mountain Dwarves and 
the western Crystal Dwarves. Dwarven culture places a 
high importance on pride and honour, sometimes 
demonstrated by the care they take in their impressive 
beards. Both sexes can grow these beards, although 
female Dwarves living on the surface tend to shave them 
in order to fit in better among humans and other races. 


The Dwarves took the death of their god with great 
sadness and pride as he fought to save their race from 
his malicious rival, the evil Red Eyed God. Many 
dwarven warriors try to emulate his last stand, 
refusing to back down from hopeless fights whilst a 
single chance of victory remains. But his death 
propelled them to seek out their own destiny in the 
world, and they see this new found freedom as the last 
great blessing that he would gift them. 


When the Empire was first founded the Dwarves 
understood it’s goals and virtues almost immediately 
and many clans swore themselves to its cause. Over 
generations this has caused a slight rift between the 
newer cultures that seek to integrate further with the 
other races of the Empire, and those who strive to 
uphold the ways of their ancient ancestors. 


Regions: Dwarves can most often be found in Edocan, 
Draleth, the Zandur desert and the mountains of Afila. 


Crystal Dwarves 


Unlike their eastern kin who prefer green fields or the 
safety of mountain forts, Crystal Dwarves are a desert 
people that happily live under the sun in their 
masterfully crafted homes. The crystal Dwarves were 
founded after a number of their people immigrated to 
the desert in a rush to harvest the tall spires of crystal 
that had been discovered there. The Dwarves were able 
to make use of their great crafting skills to convert the 
crystal spires into smaller gems, selling them off to 
make them rich or using them in arcane rituals. There 
time in the desert has made their skin a slightly darker 
hue and their bodies slightly leaner than there stocky 
kin. A Crystal Dwarf is most easily recognized however 
by the amount of jewels they decorate their beards 
with, sometimes tieing so many on they jangle slightly 
when they walk. 


Ability Score Increase. Your charisma score 
increases by 1. 

Dwarven Insight. Whenever you make a 
intelligence(Nature) check to identify or learn the 
origins of a gem add twice your proficiency to the roll. 

Distracting Glitter. You can cast the spell Co/our 
Spray, using a gem as a material component. Charisma 
is your spellcasting ability for it. After using this ability 
you can't use it again until after a short or long rest. 


Elves 


Telehar is home to four major subraces of Elves, which 
many sages believe to be one of the oldest races to have 
survived the Divine Wars. The Wood Elves and the 
High Elves are joined in a loose alliance with one 
another within Merawien, respecting the different 
directions their societies took. The Drow and the 
Imperial Elves on the other hand are much more 
distant to the other elven races, sometimes even 
coming into direct competition or opposition to one 
another. 


Created by the Twin gods, Sdralondé and Dralindra, 

the elves were born into the world as it’s caretakers, 
binding themselves to an oath to be protectors of the 
world. Learning from the twins the elves became 
masters of magic and beacons of wisdom in a world 
gone mad, often caretaking races that had lost their way 
after losing their god. Sdralondé put all of his efforts 
towards safeguarding the elven race, beating back 
aggressors and those who would endanger the balance 
of the world. 


During the height of the Divine Wars it’s said that 
Sáralondë’s sister grew dissatisfied with her brothers 
passive approach, wishing to secure the elven races 
future through more direct means. Somehow Dralindra 
came into the possession of an artifact created by an evil 
god, some stories say he gave it to her and others say 
she killed him for it, and used it’s power to destroy an 
army of ogres that had been threatening the land of the 
elves for generations. Sdralondé was horrified by this 
and saw it as a great betrayal of their centuries old oath, 
and in his rage he cast her out from their ancestral home. 


Dralindra did not leave alone however and many of the 
elves she had saved by her actions followed after her, 
eventually settling in the underground passages below 
Afila. 


Few outside their race know what occurred down in 
those dark depths, but when they were seen again 
they called themselves Drow, their skin black as pitch 
and their hair white as snow. 


At first the Drow, who had become a matriarchal 
society, we're hostile to all other species they met 
killing and enslaving any who would cross them. 
Feeling responsible for the evil the Drow were 
commiting the Elves and their god raised an army to = 
put an end to them. But the armies would never meet. 
Before they could Malath, The God of Destruction, 
enacted his final cruel plan and killed both the twins. 


The Elves and the Drow were equally devastated by 
this loss and became one of Malath’s greatest enemies 
to his new rule. Though the two never truly made 
attempts at peace or cooperation, an unofficial 
ceasefire was agreed until the cursed one lay dead. 


Regions: Most elves can trace their lineage back to 
Merawien, where the majority of High Elves and Wood 
Elves reside. Elves can also be found in Edocan, but 
usually as integrated citizens of a human kingdom. 
Draleth is home to the Imperial elves and the region of 
Afila is where the Drow make there homes, just below 
the surface. 


Drow 


After the loss of their god and even the losing their 
chance at revenge when the new human Emperor slew 
Malath, the Drow became isolated and inward looking. 
For hundreds of years they lurked below the surface, 
only very rarely venturing up for unknown reasons. It 
was during the age of the Golden Grip, when the 7th 
Empress finished the work of her father to 
re-conqueror Telehar that the Drow re-emerged onto 
the world stage. Instead of aggressors however the 
Drow appeared as friends and agreed to join the 
Empire. The High Elves and the Wood Elves were 
greatly opposed to this, as they mistrusted the Drow’s 
intentions and had not forgiven them, but the Imperial 
Elves pushed to have them accepted. 


The Drow were eventually officially recognised as a 
Kingdom of the Empire, and in the years that followed 
became rich for the exotic goods they were able to 
produce from the dark depths that few others could 
travel. Still remaining a very insular society there are 
plenty of rumors of dark rituals and terrible tyrannies 
amongst the Drow, but as a recognized member of the 
Empire it became very difficult for their opponents to 
place punishments or war upon them. 


In the decline of the Empire the Drow have very 
carefully expanded the territories they control, both 
with threats from a whip and with promises of gifts. 
Few can argue that they are seeking to make 
themselves one of the most powerful nations on the 
continent, but the Drow’s actions are calculated and 
careful to the point that few can muster a political or 
physical barrier to them. `. t 


Imperial Elves 


When Andres slew the evil god Malath many elves felt 
they owed the human a great debt, and after hearing of 
his plans to form an Empire to end these painful wars 
once and for all many of them found that message 
resonating with them. But the rulers of the Elven court 
were very resistant to the idea of bowing down to a 
human, even if he had avenged the murder of their god, 
and ordered their people to return home. 


An elven prince by the name of Calaelen refused the 
order and instead took his men and followed after 
Andres. Legend has it the two became fast friends and 
together built the foundations that would later become 
the Empire. Prince Calaelen settled the elves that 
came with him in their own new nation nearby to the 
Imperial capital, sending out a call to all elves to join 
them if they believed in ending the wars over the 
continent. 


Many elves joined Calaelen in this new land, and even 
some Drow took up the call. After many years Calaelen 
began to see the ancient traditions of the elven people 
to be a hinderance, tieing them up in pointless rituals 
and outdated thinking. To help his people he began to 
write down theories on a new society that became the 
book known as the Imperial Creed, detailing the 
importance of honour and discipline in society. 


Over the generations of Emperors the Imperial Elves 
have stood as stalwart allies, joining their wars and 
rushing to their defense at a moments notice. But after 
the last Emperor and his direct family were all 
murdered the Imperial Elves could only watch as the 
proud Empire they had helped built begin to fall apart. 


Today Calaelen’s ancestor, the Lord Commander of 
Thayrien, has begun a new campaign of conquest to 
bring in neighboring nations under his rule. There are 
many whispers amongst the Imperial Elves that they 
wish to see one of their own sit upon the Imperial 
Throne, to finish the task they set upon so long ago. 


Imperial Elves tend to have fuller builds and wider 
shoulders than there slender kin. 


Ability Score Increase. Your strength score increases 
by 1. 
Imperial Training. You are proficient in simple and 


„medium armour. 


Imperial Creed. You gain the cantrip spells, Message 
and True Strike. Intelligence is your spellcasting 
ability for it. 


- 


/ 
Gnomes 


® 
For the longest time the Gnome race survived not 
through force or magic but instead by keeping to 


remote wild areas that other creatures would not tread. 


Living alongside beasts and plants the Gnomes 
cultivated their connection with nature in isolation, 
away from the wars that engulfed the land. But as 
tragedies began to mount, as their safety could no 
longer be guaranteed alone many began to question 
the wisdom of remaining separate. Having witnessed 
the growth of the Empire, and it’s ability to hold sway 
over different nations and races the Gnomes decided 
to venture out from their protected glades for the first 
time. 


The gnomes culture of being close to wherever they 
lived proved invaluable to those that decided to live 
amongst the other races, their insight into the land 
proving pivotal a number of times throughout history. 


Regions: Gnomes originally hail from the swamplands 
of Afila, but many immigrated to Draleth and are now 
a cornerstone of the communities they live alongside 
of. 


City Gnomes 


Gnomes have always had an innate insight in the land 
they live upon, but few could have guessed that these 
instincts would apply within the cobbled streets of a 
city. Sometimes called Knock’s, city Gnomes have 
embraced the street in lieu of the forest and have 
learned to read them in ways that few others can begin 
to understand. Gnomes have used this insight for all 
manner of good and vice, considered intricate city 
planners in some areas or confounding con men in 
others. 


Ability Score Increase. Your charisma increases by 1. 


City Slicker. You always know where you are in a city 
just by the feel of it’s streets. You also always know 
which direction to go to find public buildings and 
shops, occasionally ones that don’t even advertise their 
existence... 


In the know. When rolling an Intelligence(Investigation) p 


check you add twice your proficiency to the roll in 
regards to a city you have been in for at least a week. 
Crowed Ducking. Whenever you attempt to hide in a 
crowded area you gain advantage on any 
Dexterity(Sneak) checks. 


Halflings 


According to their own legends Halflings were born 
from the mud and grass of hills, springing forth like 
spring flowers in pursuit of life. Regardless of their 
origins Halflings have always been known as stout 
workers, forming the very first farms to feed their 
people after their plentiful god went to slumber for the 
very last time. Their work ethic and friendly demeanor 
made it very easy for other races to begin trading with 
them, spreading the benefits of their surplus food to 
others. 


But it has been the mistake of many would-be invaders 
to confuse a halflings friendly demear with weakness. 
When given no option but to fight halflings are said to 
be more stubborn than a dwarf, and more vicious than 
a lizardmen. War has never interested the halfling 
people historically, always careful to respect others 
rights to live on worked earth, and when it comes to 
combat they only ever fight as much as they need to. 


Regions: The majority of Halflings come from 
Merawien and Edocan, though plenty can be found in 
Draleth and Zandur. 


Wild Halfling 


Though most Halfling’s are well known as farmers, it 
would be a grave mistake to call a halfling of the wild 
such a thing. For some Halfling tribes the ordered life 
and culture of a farming community didn’t appeal to 
them. Instead they made their way into the deep wilds 
to etch out a harder, but in their opinion, more free life. 
People running into Wild Halflings today often confuse 
them for goblins at first, scurrying across the ground 
on all floors and happy to plunder goods from intruders 
in their hunting grounds. 


Ability Score Increase. Your wisdom score increases 
by 1. 

Wild Running. As a bonus action you can use your 
hands to help propel you forward during a move action. 
While in this state your walking speed increases to 40ft, 
but you cannot use any items in your hands during this 
movement. 


Half-Elves 


Thought to be a great melding of races and culture 
that only the Empire could produce, Half-Elves have 
always maintained a central and important role in 
imperial culture. Seeing the benefits of their longer 
lived lives, and their down to earth human thinking, 
the Empire often hired Half-Elves as it’s administrators 
and bureaucrats. This made many of them 
tremendously rich and granted them positions of high 
power, but even before the decline people's view on 

the Half-Elves began to sour. 


Human kingdoms, fearing the loss of their heritage to 
these outsider bloodlines often made wedding a 
Half-Elf for nobles illegal. The elven capital itself, 
deeply concerned for ‘contaminating’ elements to their 
society banned half-elves from entering their city 
entirely. When things went wrong in a nation the 
common people often turned against Half-Elves, who 


made an easy scapegoat for issues born from foreigners. 


After the death of the last Emperor a Half-Elf by the 
name of Aerquis made a declaration of revolution in 
Harmon, where the Half-elven populace had been 
subjugated for generations. Funded by the riches of 
other half-elves, and with a surge of immigrants coming 
to support his cause the king was toppled and a new 
nation was born. Harmon today has been renamed as 
Vay, and the half-elves of this region call themselves 

the Vaylon, which means ‘Found People’. 


Regions: The self proclaimed Vaylon live in Draleth, 
but Half-Elves can be found in small numbers almost 
anywhere on the continent. 


Narolith 


A race of horned lizard like people, the Narolith were 
born for war alone. They served their creator god 
dutifully during the Divine Wars, but as they were sent 
further into more vicious and deadly combat the 
Narolith’s greatest general began to fear for his race. 
Leading a rebellion against his own God the Narolith 
slew him and buried his body deep into the Iron 
Mountain, allowing his name to be forgotten in the 
world. 


For a long time the Narolith kept to their mountain 
home, brutally destroying any that would dare trespass 
in their land, until Andres came to them with an offer of 
friendship. The Narolith were still warlike and many 
wanted to fight this so called Emperor, but their King 
understanding the wisdom of why his ancestor betrayed 
their god in the first place instead challenged the man 
to a series of competitions. 


The events lasted for an entire week, the Narolith king 
eventually reigning as the winner, but so impressed 
was he by Andres's resolve he agreed to join his 
Empire. Ever since the Narolith have kept their 
homeland separate from the affairs of the Empire and 
the continent but have been more than happy to get 
involved individually in its glories and strife. 


Regions: The Narolith homeland resides to the north 
of Draleth, but many of the Narolith have climbed 
down the mountain to make new lives for themselves 
in Edocan and even far off Zandur. 


Helian 


A mysterious race of giants, legends had often spoke of 
strange tall beings sighted amongst the inhospitable 
mountains of Rherraweth, the Helian came onto the 
world stage only a thousand years ago. Claiming no 
creator god the Helian almost immediately offered to 
join the Empire, a rare proactive decision in Imperial 
history. 


It soon became apparent that the Helian were skilled 
arcanists and so were welcomed with open arms. Since 
then the Helian have climbed down from there home, 
which few outside their race has ever actually seen, to 
teach magic and wisdom to courts and villages alike. 
Though their large size often makes interaction 
difficult, many find them incredibly useful as teachers 
and councillors and so make great efforts to 
accommodate their size. 


Regions: Most Helian come from Aflia but can be found 
among other communities as well. 


Toran 


Bigger than normal birds the Toran are a race in love 
with themselves, from the variety of beaks they have to 
the styles and colours of their feathers. Hailing from 
the jungles beyond the desert of Zandur, for many years 
the dwarfs of the region considered them akin to pests, 
flying over their crystal excavations to steal jewels and 
gems. When the Empire sent a task force to speak with 
the Dwarfs and convince them to join them the leading 
captain made a startling discovery about the Toran. 


The Toran are intelligent as any other civilized race, 
and also have an innate talent for calling upon magic 
through sound and music. Not wanting to waste a 
chance to integrate a second nation into the Empire 
the captain brokered a peace between the two races. 
Ever since the Toran have mostly kept to their jungle 
home, only a small minority leaving the nest to explore 
other lands. 


Regions: Toran almost exclusively come from the 
jungle of Rhoza in Zandur. 


Porsla 


The newest race to be given imperial citizenship, the 
Porsla are a race of constructs made from an 
uncommon white material. The Porsla started 
appearing on Telehar only about 500 years ago with no 
knowledge of where they had come from. As a race the 
Porsla feel compelled to seek out duties to commit 
their lives to, and in that regard many of them have 
taken up guardianship of the tombs of the dead gods. 


Their integration into the Empire was considered a 
very controversial decision, for Porsla who decided to 
guard tombs or other sites often killed intruders with 
little warning. But in light of many Porsla’s dedication 
to tasks in aid of the Empire, the reigning Emperor 
decreed they would gain the same rights as everyone 
else. 


Regions: Porsla are thought to have first appeared in 
Zandur, but have since started appearing across the 
continent in search of duties or tombs to guard. 


Narolith 


Created solely for war the Narolith have come far from 
their ferocious past, always exploring new ideas with 
the vigor and determination which made them feared 
during the Divine Wars. For the Narolith it is never 
enough to simply try, they must excel at all endeavours 
they commit to not just because of their competitive 
nature but also for the sake of their own personal pride. 


Hailing from the iron mountains the Narolith build their 
homes as they would a fortress, with sturdy walls of 
rock and metal. It is often joked that even one of their 
humble farm’s could repel entire armies. 


Pride and Glory 


Usually standing between 6 to 7ft tall most Narolith 
have bulky bodies and wide horns that make them 
stick out in crowds amongst smaller races. Almost 
always of a bulky build, crossing between highly 
muscled or slightly fat, wooden floors tend to creak 
loudly under their impressive weight. When a Narolith 
wishes to make their presence known they have little 
trouble and tend to be just as loud as they are large. 


Narolith are covered completely in scales, which can 
range from dull bronze to deep reds and even blues. 
Their signature horns tend to develop differently 
between each individual, turning and twisting into 
unique shapes that many of the Narolith take deep 
pride in. In their homeland the growth of their horns is 
often used to predict their future, and what personality 
they have. Naorlith eyes tend to range from white with 
slit irises of yellow and green. The Narolith are most 
comfortable when they are wearing metal of some kind, 
preferring it’s heavy and smooth surface against their 
scales then soft cloths or silks. 


Personal achievement to the Narolith is the height of 
their culture, their greatest craftsmen and warriors are 
regularly celebrated in their home continent. For those 
that travel to other nations this work ethic serves them 
well, often becoming highly valued in the communities 
that accept them. But the Naroliths pursuit for acclaim 
and glory can sometimes consume them, leading them 
to commit heinous and violent acts. 


Warriors and Craftsmen 


Ever since the Narolith killed their own creator God 
during the Divine Wars they have become a fiercely 
independent people. They are slow to ask for 
assistance, often wanting to prove to others and 
themselves that they are self reliant. When a Narolith 
does ask for help it is either because they are left with 
no choice, or because they have a great respect for the 
individual they ask. 


The Narolith believe strongly in being prepared which 
is why all of their young are taught how to fight in some 
capacity, but many Narolith never actually see combat. 
While they still harbour old instincts from their warlike 
past, which can escalate arguments into wrestling 
matches, only those who choose to pursue a career in 
combat really embrace that instinct. Many Narolith 
prefer to focus on crafting or labourers pursuits, 
holding great pride in committing their all to even 
humble paths. But that is not to say the Narolith seek 


peace, during their younger days it-is not unheard of 
for many to leave their ancestral home to become 
mercenaries and engage in foreign wars. 


The Narolith understand family dynamics, but to them 
oaths and comrades are much more important than 
blood. Young Narolith tend to leave their mothers early 
to join another organisation or attempt to start their 
own, forming a new family for themselves. 


It's considered to be good luck to cross paths with a 
member of your bloodline, but it’s not necessary to 
know them in Narolith culture. 


Narolith Names 


When Narolith are born they do not get a name, and 
are often treated like pets rather than children by their 
mother, It is only when they set out for themselves and 
join a ‘family’ that they earn their name. When joining 
an organization a Narolith can choose a name for 
themselves, or they can choose for their elders to name 
them. In the event that a Narolith changes their 
lifestyle they often change their name as well, to 
signify the change in their life. 


Male Names: Bassilth, Cordenth, Kilarth, Favnir 
Female Names: Jura, Rthyin, Sirath, Dazenth 


Historic Names: Valstrath, Rasenth, Gavarenth 


Traits 


Ability Score Increase. Your strength score increases 
by 2 and your constitution score increases by 1. 

Age. Narolith tend to age slightly slower than humans, 
reaching adulthood around 20 years of age and living 
up to 150 years. 

Alignment. Narolith tend towards the lawful 
alignments, though a subculture mostly of the young 
lean towards the chaotic alignments. They don’t see 
good as an end goal in life. 

Size. Narolith stand tall at between 6 to 7ft tall, and 
are often bulky or more muscled than other common 
races. Your size is medium. 

Speed. Your base land speed is 30ft. 

Scaley Hide. The Narolith are covered in a thick hide 
of scales, granting you a +1 to your Armor Class. 
Adrenaline. As a bonus action you can reroll your 
initiative, updating it at the end of your current turn. 
After using this ability you can’t use it again until after 
a long rest. 

Warrior’s Pride. You are proficient in Simple and 
Martial weapons. 


Helian ) 


Giants amongst the other civilised nations of the 
Empire, the Helian’s tall bodies belie their incredible 
intelligence and arcane talents. The Helian are a rare 
case of altruism in the land of Telehar, coming down 
from their hidden mountain home to aid and educate 
people wherever they can. 


The Helian believe strongly that they can help guide 
the smaller races onto a path of enlightenment and 
wisdom, going so far as to integrate into other nations 
to do good within them. But despite the good they do 
the Helian are often accused of hiding and hoarding 
their greatest magical discoveries to themselves. 


Wisdom and Learning 


Standing at an incredible 11 to 12ft tall most Helian 
appear to be more bone and skin then muscle, as 
despite their great size they tend to be very thin. From 
a distance Helian’s appear almost like humans, sharing 
their body shape and features, but their great height 
and white, blue or turquoise skin reveals their true 
nature. Amongst the constructions and passages of 
smaller creatures the Helian are often able to kneel 
down and squeeze through, but it’s an inelegant act 
that many must force themselves to undergo. 


As a culture of magic Helian often tattoo themselves 
with intricate arcane patterns, cosmetic in most cases, 
but there are rare cases of them actually containing 
magic. Their eyes tend to range from white pupils to 
deep blues and purples, their hair usually matches the 
hue of their skin but can often range from light blues 
to stunning whites. Helian tend to dress in either 
striking or humble manners, depending upon where 
they are, they prefer soft materials as heavy metals and 
armour tend to cause their joints to ache. 


Teaching is considered a primary virtue of the Helian, 
not just because it forces an individual to be as 
educated as possible on the subject they teach, but also 
because a student likewise can help you learn and see 
problems at new angles. In this vein many Helian that 
leave their home choose to teach many wide and 
different subjects to the people they meet, but their 
own pursuit of knowledge can lead them down to 
questionable and immoral acts. More than once a 
Helian has been accused of offering their knowledge to 
tyrants and villains in exchange for access to forbidden 
lands and secrets. 


Teachers and Scholars 


Central to Helian culture is the study of Aether and its 
applications in magic, pushing them to explore all 
avenues in order to discover it’s lost secrets. Due to 
this cooperation is key to the Helian, often willing to 
pause whatever they're doing when another needs 
some form of assistance. Helian are a patient people 
and understand that delays are just part of life and 
there’s little point on being frustrated by that. 


Despite their friendly manner however it’s well known 
that the Helian are not inclusive about certain subjects, 
like their minor ability to predict the future. During 

the dreaming hour Helian are said to be able to sense 
the strands of fate and are able to view the immediate 


future subconsciously. In everyday life this 
subconscious knowledge takes the form of deja vu, 
where it feels like the Helian is seeing and 
experiencing something they already have. 


Like their knowledge and true abilities it’s not 
commonly known what life within their secluded 
home of Lar-Sal-Ous is actually like. For Helian their 
Fathers tend to hold a high and honoured position 
within a family unit, males are thought to have more 
analytical minds and so dedicate their time to tasks 
needed in everyday life, while females are considered 
to be more creative and focus in experimentation. 


Helian Names 


Helians receive a name at birth, usually taking a 
syllable from the father and the mother, leaving the 
third to be decided by a seer. Helians always have 
three syllable names, and how they are used dictates a 
person's closeness to the Helian. A single syllable of 

a name is for acquaintances, two syllables are for 
friends and three syllables are reserved for lovers and 
family. It’s considered very rude to address a Helian 
with more familiarity than has been deserved. 


Male Names: Tas-Lan-Mal, Aoe-Nos-Way, Pas-Ka-Nar 
Female Names: Lou-Sue-Ma, Bre-Jul-La, Soo-Teth-El 


Historic Names: Jol-To-Ra, Gav-Ku-Ei, Thes-Von-Mol 


Traits 


Ability Score Increase. Your intelligence score 
increases by 2 and your charisma score increases by 1. 

Age. Helian’s don’t show many signs of aging as they 
grow older, usually appearing as a young adult right 
up until their final twilight years. Helians claim 
adulthood around the age of 30 and can live up to 300 
years. 

Alignment. The Helian are a somewhat experimental 
race and so dont tend to lean towards the Lawful or 
Chaotic alignments. Most see their pursuits in 
altruistic fashions and so tend to be good. 

Size. As giants the Helian stand up to 10 to 12ft tall, 
although they don't share the large bulk of other giant 
races. Your size is large. 

Speed. Your base land speed is 30ft. 

Masters of Learning. Choose one Knowledge Skill. 
You gain a proficiency in it. 

Omens. At the start of every new day you roll a d20. 
As a reaction you can swap the result of any d20 roll 
you make with the Omen roll. After using this ability 
you can’t use it again until after a long rest. 

Degenerative Muscles. Helian aren't born with very 
complex muscles and this affects their ability to lift 
things. While wielding a large sized weapon a Helian 
loses any proficiency bonus they would have with the 
weapon and suffers disadvantage to hit with it. 


Toran 


The very first case of a non humanoid species granted 
imperial citizenship, the Toran are large birds with a 
love affair of art and beauty. A Toran is never unsure 
about what is beautiful, and the pursuit and 
development of their own beauty is the single greatest 
driving force in their culture. 


Hailing from the deep jungles of Rhoza the Toran 
make their homes amongst the canopies of the tall 
trees there, staying well away from the dangers lurking 
on the ground floor. Toran do not have hands and for a 
long time could not match the constructive versatility 
of humanoid tools, but the Toran have now begun to 
make up for this deficiency by making use of their 
innate talent for magic. 


Song and Sky 


The Toran stand at a small 2 to 3ft tall and are often 
mistaken for oversized birds before they are seen 
talking in their eloquent and song like voices. Their 
beaks can take a variety of shapes akin to numerous 
species of lesser birds, though the common Toran has 
the appearance of a large parrot. Their most notable 
feature is their incredibly colorful and luxurious 
feathers, which not only set them apart individually but 
determine their place in Toran society. The colour and 
patterns of a Torans features can vary hugely across 
the colour spectrum, but in the rare cases that a totally 
white or a black Toran is born they are almost always 
exiled for being horrifyingly ugly. 


As a winged species the Torans wingspan is quite big 
to fit their size, as wide as 6 to 8ft in many cases, which 
helps them with their liftoff and flight abilities. All 
Toran have sharp and dexterous claws which they use 
to manipulate small objects or to viciously maim their 
enemies with. Their eye colour is just as varied as 

their feathers, ranging from deep yellows to dull greys. 


Song is a very critical part in the culture of the Toran, 
and each of them are able to sing to some extent. 
Toran who are skilled or talented at singing always 
move up very highly within society. This dedication to 
music is thought to be how many Toran are able to 
produce magic akin to bards, but without needing a 
musical instrument. °, 


Beauty is Everything 

For many species beauty is a subjective argument but 
the Toran as a race have a very clear idea on what 
beauty is, which in most cases is themselves. When 
Toran are together they instinctively know who 
amongst them is more beautiful, causing an instant 
hierarchy to form where the ‘ugler’ Toran do the 
commands of the most beautiful. Sometimes Toran are 
even able to increase their beauty by wearing expensive 
items or singing a new song. 


In Toran society the more beautiful are always followed 
with very little question, almost as if the existence of 
something more beautiful than themselves is 
hypnotising. In many ways this creates a very efficient 
form of governance, everyone knows who they should 
be listening to, but the fact that the merit for ruling is 
beauty alone has caused numerous issues for the 
Toran over the course of history. 


This inward looking beauty is the main reason that 
most Toran never leave their jungle home, humanoids 
of all shapes and sizes are often too ugly for the Toran 
to stand being around. But for the few Toran who do 
decide to leave usually do either as a pursuit to find 
some means of making themselves more beautiful 
either through song or precious objects, or to seek 
some form of individuality that is often not celebrated 
amongst the Toran. 


Toran Names 


Toran usually take pleasing sounding names, or 
beautiful verses from popular songs. This has 
sometimes resulted in the Toran taking a name from a 
verse that is quite inappropriate in its translated form, 
but the Toran care more about it’s sound then it’s 
meaning. 


Male Names: Low’colaru, Sinvay, Morosolodo, Cherren 
Female Names: Angelsica, Soloro’rendo, Emelzula 


Historic Names: Folaceedoe, Gerrik the Black, Alzenia 


Traits 


Ability Score Increase. Your charisma score increases 
by 2 and your dexterity score increases by 1. 

Age. Toran tend to grow up very fast, reaching 
adulthood at age 14 and living up to 70 years. 

Alignment. The Toran find beauty in many things, but 
tend to experiment alot so lean towards the chaotic 
alignments. They have no preference towards good or 
evil. 

Size. Toran are between 2 to 3ft tall and average 
about 30 pounds. Your size is small. 

* Speed. Your base land speed is 20ft. Your fly speed is 
AOft. 

Picking Claws. Torans don't have hands, but their 
claws are dexterous enough to handle small complex 
tasks. Toran can pick up weapons but can’t use them 
combat. 

Claws. You have proficiency with your claws, which 
do 1d6 slashing damage. 

Dazzling Plumage. As a bonus action you can double 
your proficiency bonus on any charisma skill check. 
After using this ability you can't use it again until after a 
short rest. 


DA a 


Porsla 


Standing as still as statues Porsla are often mistaken 
for such until they begin moving with their signature 
determined manner, their lack or existence of 
expressions often makes it difficult to tell if this 
movement is benign or hostile. The Porsla are a race 


that is constantly at war with their sense of purposeless, 


ever searching for a duty to rid themselves of that 
painful feeling. 


Nobody knows when or where the Porsla started 
appearing, and they too lack the knowledge of their 
own creation, but ever since then they have been seen 
wandering cities and the wilds alike for purpose. Many 
Porsla have found a duty for themselves in guarding the 
century old tombs of the dead gods, much to the 
frustration of tomb robbers and clergy alike. 


Unknown Purpose 


Porsla average a height of 4 to 6ft tall, though their 
shape and size can vary wildly amongst their race. 

The only common feature they share as a race is their 
white porcelain like bodies, which makes a distinct 
clinking noise when they move. Though they have 
humanoid bodies their facial features range from the 
completely non-existent, to an uncanny resemblance to 
humans or elves. The Porsla can’t explain the source of 
this resemblance, as they lack knowledge of their 

own personal creation. 


Due to a lack of a central society of their own the 
Porsla tend to adopt the clothes of the cultures they 
integrate into, or seek out useful equipment to aid in 
their duties. Porsla dont feel a great affection for their 
own kind, they are not drawn together or find a need to 
connect with members of their own race, only joining 
one another when their personal duties align. When 
the Porsla do work with one another it’s known that 
they are able to telepathically communicate with one 
another, although the aspect and tone of these inner 
communications is quite alien compared to normal 
conversation. 


In their attempts to find a purpose for themselves many 
Porsla seek duties that last for a long time, which is 
believed to be the reason why many have taken up 
guardianship of tombs. But the Porsla are not tied 
down to the duty they commit to, some Porsla engage 
in duties that last merely a day and then must seek out 
a new task. Porsla who are searching for a duty are 
considered very depressing by other Porsla, who 
rebuke their presence when possible. 


Living Constructs 


For a long time after their first appearance Porsla 
weren't considered to be alive, causing many of them to 
fall into deplorable services that may as well have been 
slavery. There was also alot of aggression against 
Porsla, especially after they would murder people for 
seemingly minor breaches against their prescribed 
duties. 


Porsla have no real reference for laws, they only 
understand them in the context of their duty. This 
meant that many Porsla did not follow laws and often 
resulted in hostilities when other races would try to 
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enforce them. During the height of the ‘Porsla Crises’ 
this misunderstanding was explained to the reigning 
Emperor who decreed that Porsla who are able to 
include imperial law into their duties would be 
regarded as Imperial citizens. 


Since then Porsla who live amongst the other races 
ensure that imperial law is written in alongside their 
duty, as they were able to determine that not following 
these laws would result in an endangerment to their 
duties. Extreme Porsla who feel the laws would 
contradict their duties do still exist, and are usually 
ones found in the wilds or old tombs. 


Porsla Names 


Porsla tend to name themselves something descriptive 
and related to their duty. Porsla are able to have human 
names, but this is usually done to help with integration 
duties then it is a desire for a ‘normal’ name. While as 
a race they don't have a sex Porsla are sometimes 
shaped in masculine or feminine attributes, though 
this tends to have only a minor effect on the kind of 
name they pick for themselves. 


Names: Butcher, Blade, Edge, Tool, Builder, Singer, 
Dancer, Killer, Criminal, Thief, Washer, Cook 


Historic Names: Throne Watcher, Assassin, Shame, 
Blue Wizard 


Traits 


Ability Score Increase. Your wisdom score increases 
by 2 and your constitution score increases by 1. 

Age. Nobody really knows how Porsla are made, but 
it’s generally believed they live for between 100 and 
200 years. 

Alignment. Porsla are almost always Lawful, bound to 
their duties and traditions. Porsla favour which ethics 
they feel serves their purpose the best and can vary 
greatly between good and evil philosophies. 

Size. Porsla are between 4 to 6ft tall. Your size is 
medium. 

Speed. Your base land speed is 30ft. 

Darkvision. Porsla dont have organic eyes and their 
ability to see is not dependant on light. 

Porcelain Body. Even though you are not made of 
blood and bone you are still a living creature. You are 
immune to disease. You do not need to eat or breath, 
but you can ingest food and drink if you wish. 

Instead of sleeping, you enter an inactive state for 4 
hours each day. You do not dream in this state, you are 
fully aware of your surroundings and notice 
approaching enemies and other events as normal. 

Aether Network. You are able to telepathically 
communicate with any other Porsla that is within 100ft 
of you. 


Classes 


Most of the information about the classes contained in 
the Player's Handbook applies to the character classes 
in the Wardens Campaign Setting. The entries that 
follow focus on what is peculiar to Telehar about these 
classes and what regions you will most likely find them 
in. 


Barbarians 


Though the Empire has always endeavoured to spread 
civilization across Telehar, it has always understood the 
wisdom of accepting certain undesirable cultures for 
the sake of peace and to utilise their unique talents. 
Barbarians and their tribes exist in a fragile peace with 
neighboring bastions of civilisation, ready to test their 
defenses and plunder their riches at the first sign of 
weakness. But for those nations that have been able to 
exist alongside or with Barbarians have often found 
them as useful if troublesome citizens. 


Regions: The warrior culture regarded as Barbarians 
can exist for almost all the races. Humans and dwarfs 
of Edocan who stuck to ancient traditions of the wilds, 
Narolith of Draleth that have lost their honour and 
fallen into savagery, and even wood elves and wild 
halflings of Merawien who do not believe in 
coexistence with the weak. Barbarian tribes also exist 
in the deserts of Zandur, but these tend to be loose 
groups formed decades ago by individuals exiled from 
the ‘civilised’ territories. 


Barbarian Path- Juggernaut 


When the first Emperor set upon his great task to 
bring the continent under his rule it’s said that he had 
a close friend that hailed from a wild tribe of 
Barbarians. A huge brute of a man, instead of relying 
on the purity of his rage alone he accepted some of the 
advancements of civilization to enhance his fighting. 
According to legend he had a suit of heavy armour 

of light steel and diamond made for himself, making 
him invulnerable to all but the most determined 
attacks. Many barbarians who fight for the Empire 
follow his example and don heavy full plates to become 
as unstoppable as the Juggernauts of legend. 


Raging Steel 

At level 3 when you adopt this path you gain proficiency 
in Heavy Armour, and you can enter rage whilst in 
Heavy Armour. 


Unstoppable 

Beginning at level 6 whilst raging the juggernaut can 
shrug off blows that would cripple others. When you 
take damage as a reaction you can roll a 1d12. Add 
your Constitution modifier to the number rolled, and 
reduce the damage by that total. You can use this 
ability 1+ your Constitution modifier times before you 
need to take a long rest to restore them. 


When a juggernaut sets his sights on something, very 
few things can stop their approach. Whilst raging the 
juggernaut gains the benefits of the Freedom of 
Movement spell. 


Clear a Path 

At level 10 you can choose to try and destroy a 5ft 
section of wall or other equivalent sized unattended 
object. As an attack you ignore the objects threshold 
and automatically double damage on any hit. After 
using this ability you can’t use it again until after a 
long rest. 


Unkillable 
At 14th level whilst raging the first attack made against 
you within 5ft by any hostile creature has disadvantage. 


Bards 


Said to be the oldest form of magic in the world, bards 
have always had a prestigious place amongst the 
communities of Telehar. Many Bards are independent 
practitioners, often having trouble working in an 
environment where everyone is trying to be the centre 
of attention, but loose organisations known as schools 
do exist. These schools travel in small bands, usually 
set up by an old and retired Bard, entertaining villages 
and cities on their path. The schools often shed 
members as often as they gain them, finding 
individuals with talent for the magical and musical arts 
while older members decide to set off on their own. 


Regions: Bards can come from any region, though the 
travelling schools are most often found in the more 
civilised areas of Draleth, Edocan and Merawien. 


Bard College- The Puppeteer 


Whilst most Bards are known as entertainers or even 
warriors in their own right, some Bards believe in 
combining the two roles. A puppet can be anything, 
from a story, to a lesson, to even a deadly assassin if 
it’s wielder is skilled enough. The Bard’s known as 
Puppeteers have focused their magical studies in order 
to bring these objects to an illusion of life, able to play 
out whatever role the Bard desires. 


Puppet Craft 


‘Starting out on the path of a Puppeteer you gain 
_ proficiency with artisan tools, which grants you the 


ability to construct a small sized puppet that you can 
manipulate through a combination of magic and music. 
By spending a bardic inspiration you can bring a puppet 
to a semblance of life, commanding it to act and move 
through music. 


The puppet is able to function for 10 minutes before 
reverting back to it’s lifeless form, it takes it’s turn on 
your initiative. You can only command one puppet at 
any one time. 


It takes 6 hours of work to build a puppet, and 1 hour 
to repair a puppet. When building or repairing a puppet 
you can add any of the following so long as the total 
point cost (pc) does not exceed your level. 


Bite (1pc): 1d6 Piercing 

Finger Blades (1pc): 1d4 Slashing, 1pc 

Club Hands (1pc): 1d4 Bludgeoning, 1pc 

Complex Hands Simple (2pc): Simple Weapon 
Proficiency 

Solider Frame Light (2pc): Light Armour Proficiency 
Metal Frame (2pc): +2 AC 


PUPPET 


Small construct, unaligned 


Armor Class 10 (natural armor) 
Hit Points 3 x Bard Level 


Speed 25ft 
STR DEX CON INT WIS CHA 
10 (+0) 10(+0) 10 (+0) 0 (-5) 0 (-5) 0 (-5) 
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Damage Immunities poison, psychic 

Condition Immunities blinded, charmed, deafened, exhaustion, 
frightened, paralyzed, petrified, poisoned 

Senses Masters Sight 

Languages None 

Challenge n/a 
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Masters Sight. The Puppet uses its controller's line of sight to act. 
If the controller cannot see an object, the puppet cannot see it 
either. 


Masters Proficiency. When attacking with a natural weapon or 
weapon it has proficiency with, the Puppet uses its Masters 
proficiency bonus on the roll. 


Puppet Expert 

At Level 6 the Bard’s ability to control their Puppet 
improves. The Puppet can now make move actions 
without the bard spending a bardic inspiration, 
however the Puppet cannot perform any tasks beyond 
walking or running without spending a bardic 
inspiration. 


The Bard’s skill with making puppets also improves, 
and can add the following when constructing or 
repairing a puppet: 


Medium Frame (3pc): Becomes a Medium Sized 
Creature. HP improves to 4 times Bard Level 

Hands, Martial (3pc): Martial Weapon Proficiency, 
Solider Medium (3pc): Medium Armour Proficiency 
Lifelike Visage (2pc): Roll the Bard’s Charisma 
(Deception) to appear as a living creature 

Reinforced Body (2pc): Gains Resistance to either 
Piercing, Slashing or Bludgeoning damage 

Spell Font (3pc): When you cast a spell you can choose 
to cast it from the Puppet 

Climbing Nails (3pc): Gains a 20ft Climb speed 
Attunement Crystal (3pc): Can attune to one piece of 
magical equipment 


Puppet Master 

At level 14 the Bard’s ability to manipulate their puppet 
has been mastered. You no longer need to spend a 
bardic inspiration to command your Puppet. 


The Bard’s skill with making puppets reaches near 
perfection, and can add the following when 
constructing or repairing a puppet: 


Large Frame (5pc): Becomes a Large Sized Creature. 
HP improves to 5 times Bard Level 

Solider Heavy (4pc): Heavy Armour Proficiency 
Mechanical Wings/Fins (5pc): Gains a Fly or Swim 
Speed equal to it’s movement speed. 

Knight Frame (6pc): Gains the Class abilities of a level 
3 Fighter 

Rogue Frame (6p): Gains the Class abilities of a level 3 
Rogue 


Clerics 


The priests of the Dead Gods hold a unique position on 
Telehar, many people long to reconnect to the good 
deities that fought to protect the world during the 
Divine Wars, while others seek to gain their blessings 
for their troubles today. Using Aether Clerics are able to 
bridge the gap between the mortal world and the one 
beyond, making them able to connect with the souls of 
the Gods and channel their power through them into 
the mortal world. However it’s noted that the domain 
that clerics are able to use are not actually a product of 
their divine connection, and are something unique to 
the individual cleric. It’s said that clerics who share a 
domain with a god have a good ‘attunement’ and are 
made more powerful for it. There have been cases in 
history where Clerics have changed their Domain, 
although it is not well understood how this is achieved. 


Despite the Clerics own inner power, it’s impossible for 
a Cleric to cast a spell or use domain abilities without 
a patron deity. 


Dream Domain 


Dreamtouched 

You gain immunity to magical sleep effects, and when 
casting the sleep spell you add 2d8 to the roll to 
determine how many hit points of creatures you affect. 
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Favoured Deities by Region 

Name Domain Special 

Edocan 

Kevron War Cleric must have holy symbol 


made from stone 


Lucia Light Cleric can’t use slashing 


weapons 
Merawien 
Sdralondé Life Cleric must be an Elf 
Cherebu Nature Cleric must give up eating one 
type of farmed meat 
Draleth 
Yarteph Tempest  Cleric’s holy symbol must be 
made of gold 
| Javel Dream Cleric must only ever sleep at 
night | 


Emperor None Cleric can’t cast spells or use 


Domain abilities 


Aflia 
Dralindra Trickery Cleric must have murdered at 
least one person 

Zol Unknown Unknown 

Zandur 

Perfect Life Cleric cannot have a charisma 
| score of lower than 12 

Hasan Knowledge Cleric must be able to read 
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Dream Domain Spells 


Level Spell 

1st Sleep, Identify 

3rd Locate Object, Blur 

5th Leomunds Tiny Hut, Hypnotic Pattern 
7th Locate Creature, Phantasmal Killer 
9th Dream, Modify Memory 


Channel Divinity, Torpor 

Starting at level 2 you can use your Channel Divinity to 
place a powerful sleeping curse on your enemies. As an 
action you present your holy symbol and summon forth 
a portion of the realm of dreams. Creatures within 30ft 
of you that you designate must roll a Wisdom saving 
throw. If the creature fails it’s saving throw it falls into a 
deep sleep for 1 minute. Every round the creature gets 
a new Wisdom saving throw in order to wake up. 
Attacking or interacting with the sleeping creature 
immediately ends the sleep effect. If any of the targets 
are humanoid, then this ability bypasses any sleep 
immunity they have. 


Prophetic Dreams 

At level 6 whilst taking a long rest you can choose to 
commune with your deity to grant you and your 
companions a prophetic dream. When you and your 
companions awaken you have no memory of the dream, 
but afterwards you may experience a case of deja vu. 
The dream grants you and your companions 
subconscious foreknowledge which grants the ability to 
declare advantage on any single dice roll before it’s 
rolled. If the ability is not used before another long rest 
then it is wasted. 


Nightmare Strike 

At level 8 once per turn when you hit a creature with a 
weapon attack you can cause the attack to deal an extra 
1d8 psyche damage to the target. When you reach level 
14 this damage increases to 2d8. 


Dreamwalk 

At level 17 as part of a long rest you can transport 
yourself and your companions into the plane of dreams. 
You can enter your own Dreamrealm, but if you know 
the name of another creature who is sleeping you may 
enter their Dreamrealm. 


Whilst in the dream realm you have some minor 
control on your environment, and the environment of 
other dreamers. Roll your Wisdom modifier + your 
proficiency bonus whenever you attempt to change 
yourself or the environment. 


10 dc, Change an aspect of your Dream Realm 

15 dc, Move from one Dream Realm to another 

20 dc, Change your Dream Realm Appearance (as the 
Shapeshift spell, but no concentration) 

20 dc, Change an aspect of another's Dream Realm 


Whilst in the Dream Realm you and your companions 
abilities still function. Whilst combat can be engaged in 
the Dream Realm, dying only results you waking up 
and losing the benefits of a long rest. 


Druids 


Armed with the power and wisdom of nature, Druids 
have always been a cornerstone of the communities of 
Telehar. It’s said that in the past Druids were terrible 
overlords, using their connection with the magical life 
force of the world to bend it to their will. But after the 
terrible events of the Divine Wars Druids began to use 
their powers to try and heal the world, caretaking the 
careful balance of forces now weighing it down. 


Many druids keep to the wilds for this reason but some 
have been known to live amongst the cobbles of a city in 
order to preach wisdom to it’s people, or demonstrate 
the folly of ignoring their words. While Druids don't 
need to worship deities some gather into small cults in 
order to try and gain unique insight from the nature 
deities of the world. 


Regions: Druids can be found in almost every single 
region, though their small organisations known as 
Druid Circles are thought to mainly hail from the island 
of Merawien. 


Circle- The Green Circle 


Rather than specialising in the forms of beasts and 
creatures, or the raw magical might of nature's lifeforce 
some druids choose to focus on becoming closer to the 
plants and trees of the world. The Green Circle is well 
known throughout Edocan for it’s efforts to rebuild 
many of the forests that were cut down with the 
marching of civilization. They work to heal the land or 
punish those that have harmed it. 


Plant Shape 
At level 2 you can use your wild shape to take the form 
of a plant creature using the limitations of the Beast 
Shapes table from the druid class, or an inanimate 
plant of your size. Whilst transformed as a plant with a 
CR of 1 or lower your Hp pool for that form doubles. 


While transformed into an inanimate plant, forms of 
magical detection other than True Sight do not see 
through your transformation. You are aware of 
everything happening around you in a 30ft radius. 
While in this form you have a HP pool equal to half 
your maximum HP 

2 
Strength of the World 
Whenever you take a long rest you can perform a ritual 
to attune yourself to a natural element, which grants 
you certain protection. Look at the table below and pick 
one damage resistance associated with a natural area: 


Grassland: Piercing, Lightning 

Forest/Jungle: Piercing, Acid 

Desert: Slashing, Fire 
Cave/Underground/Mountain: Bludgeoning, Cold 


You gain damage resistance against the chosen type 
only while your transformed with the wild shape ability. 
The resistance lasts until you take a long rest. At level 
6 the resistance applies even when you're not 
wildshaped. 


Advanced Plant Shape 

Starting at level 6 you can transform into a plant with a 
challenge rating as high as your druid level divided by 
two. You also gain the ability to pass through solid non 
magical plant matter, including bushes and trees as 
part of your movement. For every 1 foot you move 
through plant matter it costs you 3ft of normal 
movement. 


Power of the World 

At level 10 you can call upon the power of the nature. 
The ability is different depending upon the natural 
element you are currently attuned to, and takes an 
action to cast (As a spell): 


Grassland: Monstrous Growth, functions as Evard’s 
Black Tentacle spell, but with no concentration. 
Forest/Jungle: Tree Wall, functions as the Wall of Stone 
spell, but with no concentration and half as many hit 
points. 

Desert: Sand Wave, functions as the Move Earth spell, 
but with a duration of 1 minute, and each 40ft area 
takes only two rounds of concentration to change. 
Cave/Underground/Mountain: Tremor, functions as the 
Earthquake spell, but with a 50ft radius and a duration 
of 5 rounds and no additional effects. 


After using this ability you can’t use it again until after 
a long rest. 


The Green World 

By the 14th level your connection with the plant life of 
the world has strengthened to the point where you 
always feel at one with them. You are considered to be 
always under the effects of the Speak with Plants spell. 


Fighters p 


From mercenaries to knights fighters of all paths can 
be found in every region of Telehar, their practical skills 
in high demand in this war like age. Many nations form 
military academies or knightly orders that train specific 
styles of combat, like the famous Knights of the Red 
Keep from Ederisa. 


Regions: Knights as they are known mainly come from 
Merawien, Edocan and Draleth. Though the path of the 
Eldritch Knight actually comes from the desert of 
Zandur, a legacy of the once great mage kingdoms that 
existed there. 


Archetype- Spear Master 


While many fighters focus in either versatility or a 
specific weapon style, few focus on maneuverability 
and keeping your enemy at a distance. The Spear 
Master style is said to have been invented by a Monk 
who wanted to teach his nation's military the 
importance of flowing through combat like a water. 


Spear Fighter 

At Level 3 your movement speed increases by 10ft if 
you are not wearing heavy armour or carrying a heavy 
load. 
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If you are using the versatile property of a spear, staff 
or other weapon with a pole you gain the AC bonus 
from a shield as if you had one equipped. 


Vaulting 

Starting at level 7 whilst wielding a spear, staff or other 
weapon with a pole, as part of a running jump you can 
use the length of your weapon to double the distance or 
height you can jump. This doesn’t allow you to move 
further than your movement speed would allow. 


Sweeping Arc 

At level 10 when you hit a creature with a melee 
weapon attack, you can attempt to damage another 
creature with the same attack. Choose another 
creature within 5 feet of the original target and within 
your reach. If the original attack roll would hit the 
second creature, it takes damage equal to half the 
damage roll of the first attack. 


Spring Attack 

At 15th level when you perform a disengage move 
action, during the movement you can use a bonus 
action to make a single attack at any point during the 
movement. 


Whirlwind Attack 

Upon reaching level 18 as a bonus action you can 
choose to make one attack roll against every creature 
you threaten. If the attack crits choose one target to 
apply double damage to and roll normally for the 
others. You can use this ability 1+ your Dexterity 
modifier times before you need to take a long rest to 


restore them. 
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The teachings of Martial Arts and the path of the Monk 
was said to have begun before the Divine Wars, when a 
group of mortals wished to bring themselves closer to 
the divine essence of their living gods. During their 
training they discovered that a well of power existed 
within themselves, and with the proper training this 
power could be grown and controlled. 


Today Monk orders exist slightly separate from 
civilization, desiring the peace of isolation to help bring 
themselves closer to the mastery of their own life 
energy. However some orders of Monks regulary return 
students to the world, either as debt of gratitude to a 


nation that houses their home or as an attempt to 
influence the path of fate engulfing the world. 


Regions: Most Monk orders exist in Zandur or Aflia, 
though a few have appeared in Draleth as well. 


Way of the Closed Fist 


Traditionally the path of a Monk is one of self reflection 
and meditation, learning inner peace to open your 
mind so you can tap into your Ki. But the techniques of 
a monk can be used for violence and personal gain in 
the wrong hands. For some inner peace is not a 
desirable goal, and instead focus purely on the physical 
applications of their techniques. 


Many Monks who end on this path usually began their 
training in another but after stealing techniques they 
weren't prepared for or misusing the ones taught to 
them they find themselves ostracised, forced to 
continue their training as a vagabond. 


Iron Fist 

Starting when you choose this tradition at level 3, you 
abandon the pursuit of the mastery of ki to focus 
instead on the lethality of your attacks. You add both 
your Strength and your Dexterity bonus when rolling 
damage on a melee attack. 


Gaze of Fear 

At level 6 you gain the ability to strike fear 
© into your foes. By spending 1 ki point 
you can use an action to force a target 
who can see you to make a WIS save, if 

they fail they are frightened for 1 
“minute. After using this ability on a 
creature they can't be affected by it 
again for 24 hours. 


A à Ability Save DC = 8 + your proficiency 
| bonus + your wisdom modifier 


Deflect Blows 

At level 11 When another creature 

. damages you with a melee attack, you can use 

reaction to spend 3 ki points to mitigate some of 

y~” the damage. Roll your unarmed damage + your 
dexterity or strength modifier and reduce the 

damage by that much. 


Forbidden Technique, Lifestealer 


` At level 17 Whenever you damage a creature to below 


0 hit points with a melee attack, once per turn you can 
restore 1 ki point and heal 1d8 + your Wisdom Modifier 
in hit points. » 


Paladins 


For some warriors battle is not just a struggle of arms 
and might, but a war of ideologies. What is Justice? 
What is Right? What is Good? Those who commit 
themselves to these burning questions can sometimes 
find they can tap into a mysterious wellspring of 
Divine Power. Most Paladins swear themselves to a 
god in order to unlock this power, but there have been 
numerous cases where Paladins with no patron have 
been able to summon forth a connection to a divine 
spirit. The source of this power is unknown but for 
those who tap into it describe it like a blazing hot sun 
that burns away evil itself. 


Despite their longing to do good the world is a mish 
mash of ideas and morality that is constantly 
competing for dominance. It is not unheard of for 
Paladins to meet in battle on different sides, fueled by 
the same sense of righteousness. 


Region: Most Paladin orders come from Edocan and 
Merawien, but Paladins can be found almost anywhere 
war and injustice reigns. 


Sacred Oath- Oath of War 


As if to answer the inner struggles that many Paladins 
face when forced to fight their fellow kind the Oath of 
War appeared. Sworn not to the act of War itself but 
instead based upon the philosophy of doing the most 
good in a war environment. Virtues such as taking care 
of your fellow soldiers, sparing the land and it’s people 
by bringing battles to quick ends, and even respecting 
your enemy are all of high importance for those who 
have taken the Oath. 


Tenets of War 


Loyalty. I will never betray those I grant my sword to. 


Mercy. My blade will only strike those prepared to fight. 


Clarity. My mind is crystal clear and shall never be 
fogged by untamed emotion. 

Glory. I strive to always bring glory and righteousness 
to any cause that I follow. 

Responsibility. I will always work to bring out the best 
of myself and those I fight alongside of. 


Oath Spells 


Oath of War Spells 

Paladin Level Spell 

3rd Create/Destroy Water, Alarm 

5th Pass without Trace, Spiritual Weapon 
9th Create Food and Water, Glyph of Warding 
13th Stone Shape, Stoneskin 

17th Mass Cure Wounds, Teleportation Circle 


Channel Divinity 
When you take this Oath at level 3 you gain the 
following two Channel Divinity options. 


Lionheart 

As an action you present your holy symbol or personal 
crest and speak a prayer for bravery and protection. 
Choose three creatures other than yourself, they gain 
advantage on all saving throws for 1 minute. 


Battletide 

As an action you present your holy symbol or personal 
crest and speak a prayer for victory. Choose two 
creatures other than yourself, they gain 1d6 radiant 
damage on their melee attacks for 2 rounds. 


Life Surge 

Upon reaching level 7 as an action you can restore a 
number of hit points equal to four times your paladin 
level. Choose any creature within 30ft of you, and 
divide those hit points amongst them. You can only 
heal a maximum of half a creature's total hit points 
with this ability. After using this ability you can’t use it 
again until after a long rest. 


Spirit of War 

At level 15 the power of your channel abilities improve 
as follows: 

Lionspirit. You can now choose six creatures and they 
also gain resistance against one damage type of your 
choice. 

Wartide. You can now choose four creatures, and the 
dice increases to 2d6 radiant damage. 


Avatar of Battle 

At level 20 you have become an incarnation of war 
itself, able to take on the form of a rolling tide of battle. 
You increase in size by one category, ghostly soldiers 
charge and fight alongside you, and your allies never 
seem to falter when they are by your side. 

Using your action you undergo a transformation. 


For 1 minute you gain the following benefits: 


Resistance against all damage 
Advantage to hit on all melee attacks 
Allies within 30ft of you heal 5hp every turn. 


Once you use this feature you can't use it again until 
after a long rest. 
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Rangers 


Despite the best efforts of the Empire much of Telehar 
still lies unexplored and claimed by the wild, populated 
by fantastic creatures and terrible monsters. The men 
and women who make these remote regions their 
home are often Rangers, self proclaimed masters of 
the wildlands. 


Like Druids they gain their powers from nature itself 
but focus more on martial aspects, becoming close to 
nature whilst still maintaining their sense of self. Many 


Rangers are friendly, willing to trade and give advice to 
travellers, but others prefer to use their secluded 
haunts to hide away from the laws of civilization. 


A true Rangers skills are undisputed and are always in 
high demand by those that need them, but it is always 
up to the Rangers themselves how they respond to 
such pleas. 


Region: Rangers often prefer the wilds of Afila and 
Zandur, but you can find individual rangers in any 
region that can provide them ample hunting grounds. 


Archetype- Trap Master 


Many Rangers are skilled in bow and blade alike, but 
it’s a special type that relies primarily on traps. Trap 
Masters are often thought solely in regards to their 
hunting grounds and homes, making seemingly normal 
forests into deadly impenetrable woodland fortresses, 
but many are also skilled at setting up traps in quick 
and active environments to deadly effect. 


Upon choosing this archetype at level 3 you gain the 
following abilities: 


Trap Points 

A Trap Master has a number of Trap points equal to 5 
+ your wisdom modifier. You regain all your expended 
Trap Points after a short or long rest. 


Your traps have a DC equal to 8 + your proficiency 
bonus + your wisdom modifier bonus 


Steel Wire Trap 

As a bonus action you can spend 1 trap point to throw 
a Steel Wire Trap onto a surface up to 30ft away. As 
part of the action you designate one creature within 
20ft of where the trap lands and you make a ranged 
attack roll against their AC. The trap deals 1d8 
piercing damage on a hit and the creature must make 
a Strength saving throw or be pulled up to 10ft towards 
the trap. The trap is only strong enough to drag a 
medium or smaller sized creature, it cannot lift one off 
the floor. 


Spring Delay 

As an action you can spend 1 trap point to place any 
trap you know, in addition to it’s normal point cost. 
When you place a trap you designate a number of 
turns, when the duration runs out the trap activates at 
the end of your turn. If the trap fires in a direction you 
must declare the direction when you setup the trap. 


Emergency Rope 

As a reaction you can spend 1 trap point to fire a rope 
from your wrist that other creatures can make an 
acrobatics or athletics check to grab onto. You can 
choose to make a strength check to hang onto the ei 


rope, or spend an additional Trap point to attach the Q 


end of the rope to a surface. 


@ 
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At level 7 you gain the following traps: 


Noose Trap 

As an action you can spend 3 trap points to attach a 
Noose Trap to a roof or other stable surface above you. 
As part of this action you roll a melee attack against a 
creature within 5ft of you, if it hits they take 2d6 


slashing damage and must make a Strength saving 
throw to free themselves from the noose. If they are a 
medium or smaller creature then a failed save results 
in them being lifted up 5ft. On your turn so long as you 
are within 10ft of the creature you can use a bonus 
action to deal an additional 1d6 damage to them, if you 
dont then the trap releases them. Creatures caught in 
the noose are considered to have a speed of 0, they can 
act normally or take an action to roll a Strength saving 
throw to free themselves. 


Razor Shrapnel Trap 

As a bonus action you can spend 2 trap points to throw 
a Razor Shrapnel Trap 30ft, which explodes in a 10ft 
radius upon contact with a surface. Any creature in the 
radius takes 2d6 slashing damage and the area is now 
considered difficult terrain. The Shrapnel can be 
cleared away after 1 minute. 


At level 11 you gain the following upgrades to your 
traps: 


Improved Steel Wire Trap 

You can attach your Steel Wire Trap onto creatures 
with a successful ranged attack by spending 1 
additional trap point. The creature takes 1d8 piercing 
damage and if the wire hits a second creature both 
must roll a Strength saving throw or be dragged 10ft 
towards the other. If this causes the creatures to move 
into the same space they take an additional 2d8 
slashing damage as the trap explodes into fragments. 


Spider Silk Steel 
Your Steel Wire and Noose Traps are now strong 
enough to drag or lift a large sized creature. 


Emergency Grapple 

When you use your Emergency Rope ability you can 
spend 1 additional trap point to immediately move 10ft 
up or down the rope, this movement counts against the 
movement you can make during your next turn. 


At level 15 you gain the following upgrade and trap: 


Lethal Traps 
If you spend 1 additional trap point when you use a 
trap, add two extra dice to it’s damage rolls. 


Razor Wire Web 
As an action you can spend 4 trap points to cover an 
area or surface with a web made from razor wire. 

The web covers a 20ft radius or surface and is 
considered difficult terrain or a barrier. Any creature in 
the radius or who moves into the web takes 3d8 
slashing damage and must make a dexterity saving 
throw or become entangled. Every turn they can make 
a new saving throw free themselves. The web has a 
hardness of 10 and 15 hit points. 
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Rogues 


Often regarded as little better than thieves or killers 
Rogues have a bad reputation upon Telehar that has 
not always been fair. While it’s true that many who 
have trained themselves to break into houses and lift 
objects very quietly are not always trustworthy, rogues 
hold an important place as the workers for civilizations 
underbelly. When not plying their trade in cities 
Rogues are often hired to help break into ancient 
tombs, a critical role for any team wishing to survive 
such an expedition. 


Region: Rogues can appear in almost any region, 
though many favour the cities of Draleth and Edocan 
to ply their skills. 


Archetype- Dead Walker 


A terrifying subschool of assassins, who even vicious 
hired killers find disturbing, are the Dead Walkers. 
Said to be trained in the heart of Draleth as assassins 
against Undead abominations, the Dead Walkers of 
old are said to have been radical zealots dedicated to 
the destruction of anything that tried to outlive its own 
life. Though many of it’s traditions are upheld today, 
such as locking students into coffins for days at a time, 
the Dead Walkers have found new employment as 
killers and messengers for rulers towards their most 
disappointing subjects. 


Deadpan 

Upon taking this archtype at level 3 as an action you're 
able to remove any emotion from your face or 
movement. You gain advantage on one deception or 
intimidate check, but the sheer lack of expression is 
considered disturbing by many and you suffer 
disadvantage on persuasion checks on any creature 
that has seen you while in this state. After you use this 
ability you must take a short or long rest before you 
can use it again. 


Still as the Dead 

As an action you can cause yourself to fall under the 
effects of the Feign Death spell, but with a duration of 
1 round times your character level, these rounds need 
not be consecutive. You can end this effect at any point 
as a reaction. After you use the full duration of this 
ability you must take a short rest before you regain its 
use. This is not a magical effect and instead the result 
of intense physical training. 


Dead Walk 

At level 9 whilst under the effect of the Still as the 
Dead ability, you gain 10ft of movement and are no 
longer blinded or incapacitated. You can no longer be 
tracked by your scent, and creatures that try to find 
you by using smell suffer a disadvantage on their 
perception check. 


Dead Drop 

Upon reaching level 13 if you attack someone with a 
sneak attack during a surprise round or outside of 
combat and they are unaware of your presence, the - 


damage is delayed by one turn and they continue to act _ 


as if they were still unharmed for that turn. You can 
only apply this effect on a creature once, and the 
damage applies at the end of your next turn. 


If a creature dies due to this ability, then anyone who 
witnesses the death and is not aware of your presence 
must make a wisdom saving throw or become shaken 
for 1 hour. 


Ability Save DC = 8 + your proficiency bonus + your 
intelligence modifier 


One with Death 

At level 17 mindless Undead no longer react to your 
presence unless you attack them, and Undead with a 
mind must make a wisdom saving throw to recognise 
that you are not Undead. 


Whilst using the Still as the Dead ability you retain 
your full movement speed. Anyone who sees you move 
whilst using this ability must make a Wisdom Saving 
throw or become Panicked for 1 round. After passing 
or failing this save the creature becomes immune to 


Sorcerers 


Unlike those who must study the Aether and it’s 
possibilities, Sorcerer’s are granted power by the very 
contamination of their blood by powerful forces. These 
‘bloodlines’ come in various forms, which receive 
greatly different receptions from the people of Telehar 


Region: The majority of Draconic Bloodline Sorcerers 
come from Edocan and Merawien, whilst Wild Magic 
Sorcerers can come from any region that’s been struck 
by an Aether storm. 


Draconic Bloodline 


It's said that after the Nine Headed god was slain his 


de capitated heads spat out great eggs that would 
become the nine dragons. Seemingly immortal beings 


of terrible power and will, the dragons rained 
destruction down on the land at the end of the Divine 
Wars. An elven hero by the name of Elanessé did battle 
against one of these great beasts and slew it. 


Drinking it’s blood Elanessé was gifted with some 
semblance of the dragons great power, passing down 
to some of his descendants. The dragons can never 
truly die, as one falls another will always be born to 
replace it and where it’s blood has been spilled 
creatures and people have gathered to try and gain it’s 
great power. But it’s often said that the blood of such 
powerful creatures were never meant for mortals, as 
most who ingest the blood or receive it from their 
parents die soon afterwards. 


The Draconic bloodline is most often found in noble 
families, who have the power and influence to secure 
the blood for themselves and their descendants. From 
time to time it can be discovered elsewhere, people 
inheriting its powers from a legendary hero or noble in 
their family tree. 


However when one of the dragons of legends goes on a 
rampage, it is almost always these ‘thieves’ that bare 
the brunt of it’s rage. 


Wild Magic 


The invisible substance known as Aether is a powerful 
source of creation and change in the world. From time 
to time Aether can settle onto the land, or even into 
singular objects and infuse them with magic. When 
this occurs to a creature the results are usually 
unpredictable and often fatal. 


Wild Magic can bloom in almost any creature that has 
suffered an overabundance of Aether, mostly occurring 
in the rare phenomenon known as an Aether storm. 
The infusion of Aether usually marks the victim in 
some way, a change in colour or even appearance, but 
they also have a chance of storing the Aether into their 
bodies which grants them arcane power. 


Whilst it is called a Bloodline the Wild Magic infusing 
a sorcerer is very rarely hereditary, only occasionally 
will there be enough magic to imbue a second 
generation with arcane power. Sorcerer’s of this sort 
usually have great difficulty fitting into normal society 
after their ‘awakening’, their magic too unpredictable 
and dangerous for communities to accept. 


Most Wild Sorcerers are usually vagrants who get by 
offering their services and magic as they travel the 
land. Some are able to find permanent positions, but 
there is always a hint of mistrust wherever they go. 


Cursed Bloodline 


There is a story during the days of the gods, where 
miracles and curses were powerful and sometimes 
frequent events, there was a beautiful mortal woman 
that was the desire of every man who ever laid eyes 
upon her. The woman became arrogant under this 
attention and declared herself even more beautiful 
than a local beauty goddess. 


Let it never be said that the gods are above being petty. 


The Goddess cursed the women, transforming her into 
the legendary medusa so that all who looked upon her 
would be turned to stone. It’s said that her descendants 
share her curse, a new medusa appearing every few 
generations. Whilst it cannot be said how much of this 


story is true, what is true is that there exists a Cursed 
bloodline that can appear in almost any race. Whilst 
the bloodline does grant youth and arcane power, it’s 
users sometimes run the risk of turning into the 
monster of legend themselves. 


Cursed Ancestor 

At 1st level you seemingly stop aging once you reach 
young adulthood, appearing physically the same up 
until your final years. 


Cursed Gaze 

The power of your curse first manifests in your eyes. At 
1st level as an action you can look at one creature and 
force it to make a constitution saving throw against 
your spell DC or it becomes Restrained for 1 turn. You 
can use this ability up to 1+ your charisma modifier 
times, you need to take a long rest to restore this 
abilities uses. 


Cursed Power 
At level 6 when you cast a spell once per turn you can 
spend 2 sorcery points to add 1d4 to it’s DC. 


Cursed Awakening 

At level 14 you begin to take on the physical 
characteristics of a medusa, your hair turns green and 
your skin turns grey. If you spend 3 sorcery points your 
Cursed Gaze ability petrifies creatures instead of 
restraining them. Rubbing a lock from your hair can 
restore a petrified creature to flesh, so long as they are 
still in one piece. 


Cursed Beauty 

Upon reaching level 18 you look even more like a 
medusa, scales grow on your skin and your hair turns 
into small snakes. When a creature saves against one 
of your spells, as a reaction you can spend 4 sorcery 
points to force them to reroll the result. If the original 
roll had advantage or disadvantage the reroll does as 
well. 


Warlocks 


For some creatures the lure of power can be very 
strong, and none are as tempting as the path of the 
Warlock. Able to command spells and powerful forces 
by simply channeling the power of some other ancient 
creature, practicers of the art of invocation are said to 
find the power liberating and easy to use. But the costs 
of this power only ever come later and by that time it is 
much too late for it’s users to let it go. 


Regions: Warlocks tend to gather in very small groups, 
sometimes called Covens, in order to study and better 
understand their Pact. Some nations make Pact Magic 


illegal, forcing its users to go underground. The wilds 
of Zandur and Afila are said to be the most 
accommodating to the practice however. 


Patron- The Fiend 


Woe betide the person who makes a Pact with one of 
the Drowned. It is believed in some circles that a great 
ocean of souls exist, where many are destined to go 
when they die, that harbours a deep and dark level 
reserved for those whose sins are so great they are 
pulled to the very bottom. 


These great sinners are often depicted as enduring 

the worst tortures, from the crushing pressure of the 
deep ocean to being devoured constantly by the vile 
gods that were dragged down with them. Sometimes 
these sinners, known as the Drowned, are depicted as 
inhuman monsters transformed by their time in the 
darkness and amongst other monsters like themselves. 


It is said that it is possible to contact the Drowned, and 
even borrow power from them. But that is truly the 
path of the desperate as it is said those who deal with 
the Drowned are doomed themselves to be dragged 
into their lightless abyss. Warlocks who swear to this 
Pact have a certain caution around bodies of water, 
wary of the Drowned coming to claim their prize. 


Patron- The Great Old Ones 


During the height of the terrible Divine Wars many 
gods summoned forth massive amounts of magic to 
bring to forth great weapons of destruction which they 
called the Juggernauts. Taking the forms of titanic and 
unstoppable monsters these creations laid waste to 
world at the command of their mad summoners. But 
many of these creatures were too powerful to be 
controlled and went on rampages that killed many 
including the very gods who summoned them. 


As unnaturally as these creatures were their great 
bodies and power could not be sustained as the 
presence of Aether diminished from the world. Over 
time many simply fell over and died on the spot, 
creating mountains and ravines where they fell. But so 
great were they that their minds and some semblance 
of their power still remains in the world today. 


Few can say what lingers still in the dead minds of 
these insane creatures, but for those mad or desperate 
enough it is possible to commune with them and draw 
upon their secrets and the echo’s of their mighty 
power. The only true cost being the user's own sanity. 


Patron- The Archfey 


Said to be spirits of nature given life when Aether first 
touched the world, the court of the Fey is one separate 
yet intricately woven into the mortal world. Few can 
say who the Fey truly are, there apparent forms are 
always changing and shifting, or what there intentions 
are towards mortals who would borrow their power. 


Many Warlocks who step onto this Path almost never 
come into contact with the Fey, but it is a foolish 
Warlock that assumes they are above some terrible 
price or trick in exchange for this power. 


Patron- Aether Elder 


Upon the winds of Aether it’s possible for ancient 
creatures to infuse themselves more and more with 
the substance becoming stronger, smarter and gaining 
powerful new abilities. If a creature survives for a very 
long time there is a minor chance they become 
something known as an Aether Elder, the closest thing 
to the living gods of old. For mortals it’s possible to 
strike a Pact with such creatures, who grant them a 
portion of their own power. Almost every kind of 
animal and monster has an Aether Elder attributed to 
it but it’s hard to say which would offer to share their 
power and for what reason. 


Your patron must be a living creature, they cannot be 
an undead or an outsider. 


Expanded Spell List 

1st Disguise Self, Silent Image 
2nd Enlarge/Reduce, Alter Self 
3rd Major Image, Bestow Curse 
4th Dominate Beast, Polymorph 
5th Reincarnate, Commune 


Mark of the Beast 

At 1st level your patron marks you as one of it’s own 
with a minor mutation that affects your appearance 
(Growing scales, new bones etc) and adds 2 to your 
Armour Class. You are treated as being neutral to the 
race of your Aether Elder, even if they are normally 
mindless. 


Gift of the Beast 

At 3rd level your patron grants you a mutation to 

bring you a step closer to it’s own nature. Pick from the 
table below a mutation that your patron has granted 
you, if it’s a natural attack you are considered to have 
proficiency with it and uses your strength modifier 
unless otherwise stated: 


Mutation Damage/Bonus 

Bite: 1d8, Slashing 

Claws: 1d6, Slashing 

Tail: 1d4, Bludgeoning 10ft Range 

Horns: 1d6, Piercing 

Tentacle: 1d4, Bludgeoning Grab 

Third Eye: +3 initiative 

Exoskeleton: +3 AC 

Furcoat: Resistance to Cold 

Beast Eyes: Darkvision, proficient in Perception 


Visage of the Beast 


At level 6 your patron grants you the ability to summon 


their visage to spread fear and terror to all your 
enemies. When you use this you place a large magical 
illusion of your patron within 30ft of you. Any hostile 
creature within 10ft of the visage that can see it must 
make a Wisdom saving throw against your Warlock 


spell DC. Creatures that fail the roll become Panicked , 


for one turn. After using this ability you can’t use it 
again until after a long rest. 


Blessing of the Beast 
At level 10 your patron gifts you with a second 


mutation (Must be different from your first). When you ; 
finish a long or short rest you can also choose a saving ‘J 


throw. You gain advantage on that saving throw until 
you choose a different one with this feature. 


Form of the Beast 

At level 14 your patron gives you the ability to 
physically take on their appearance and powers. For 
four rounds you can shapechange into your patrons 
mortal form, and you can use any ability or attack that 
they would have. After using this ability you can’t use it 
again until after a long rest. 


Wizards 


The dedicated scholars of Aether, wizards are said to 
be the ones best placed to understand its nature and 
uses. Feared and respected in equal measure by the 
common folk, wizards have earned their reputation 
with their history of great works and terrible 
destruction. For a long time as the Divine Wars began 
to enter their final years it was thought that mages 
would conqueror the new world, but many so called 
Archmages stumbled under their own hubris and 
were never able to utilize their full potential. 


Today wizards owe alot to the works of the old Empire 
as it strove to spread education across the continent. 
Many famous universities were built during the height 
of the Empire’s power where wizards carefully studied 
to improve their knowledge of the arcane arts. Even in 
the Empire’s decline many of these universities still lie 
open, supported by their hosting nations in hope they 
can give them an advantage against other nations. 


Regions: The arcane arts were said to have begun in 
Zandur before it became a desert, but today many 
wizards can be found in large groups within Draleth, 
Edocan and Afila. 


School of Runes 


While there are many different schools of focus in the 
arcane arts they all utilize Aether in the same manner. 
Those who dedicate their time to understanding 
Aether in more detail, rather than its possible 
applications, often find new means to interact with the 
element. The Rune school is the study of drawing the 
natural Aether in the air into special inks that can hold 
arcane power, allowing the wizard to draw special 
runes to activate their spells for them. What a Rune 
Mage lacks in focus they often make up for in 
versatility of their own study. 


Glyph Code a et 
Your spellbook is written in å còmplex:but more * 
efficient glyph code. Beginning at level 2 wheri you 
select this school it takes you half as much time to 
copy a spell from any school into your spellbook. 


Glyph Tattoo 

At level 2 during a long rest you can draw a glyph on 
your skin using Aether imbued ink. Choose one spell 
you know that isn’t a cantrip. For as long as you have 
the Glyph Tattoo you can cast the prepared spell with 
a casting time of a bonus action. You can remove a 
tattoo as part of a short or long rest. 


Rune Casting 

At level 6 when you cast a spell you can alter it into a 
rune instead. By drawing upon a surface you 
designate one spell you know which either targets a 
creature or an area. You cannot designate a spell that 
targets yourself. The rune covers a surface as large as 
the spell's area of effect, if it targets only one creature 
it is 5ft in size. The rune is nearly invisible and 
requires a successful intelligence (Investigation) 
against your spell save DC to be discovered. You must 
maintain concentration on the glyph until it’s triggered, 
if you lose concentration then the rune doesn’t trigger 
and the spell is wasted. 


The rune triggers the moment a creature steps on it. 
Upon reaching level 10 you can instead designate a 
timer condition on the runes activation, upto one hour. 
When the duration runs out the rune triggers at the 
end of your turn. At level 14 you can designate a more 
complex trigger by describing one in a single sentence. 
For example “Trigger when more than two creatures 
are standing here” 


Protective Tattoo 

At level 10 during a long rest you can prepare one spell 
that you know that has a range of self and convert it 
into a tattoo. The imbued spells casting time becomes 
a reaction. 


Rune Tattoo 

Upon reaching level 14 you can imbue a cantrip into a 
magic tattoo. The casting time of the cantrip becomes 
a bonus action. 
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MANTIDS 


A RAcE MANUAL 


MANTIDS 


“WE DO NOT MAKE OUR HOMES IN DARK PLACES.” 
Naaja chanted, the quiet clicking of her mandibles 
accompanying each harsh syllable. She pulled her robes 
tightly about her as she hiked her way up the side of the 
dune towards its peak, her ivory chitin gleaming in the 
harsh sunlight. Squinting, she could make out the form of 
the city of Abrasador on the horizon — a welcoming sight 
after weeks of travel through the unforgiving desert. She 
glanced back the way she had come, observing the 
extremely distant shape of the Crags from where she had 
come. It had been a hard fight for freedom. 


To be met with strange stares, to be treated as an alien 
commodity on foreign shores, an impossible existence 
with which none can empathise. This is the life of a 
Mantid - a race largely thought to be extinct, or at least 
close to. 

Their obvious appearance is not easy to conceal — 
plainly insectoid and unknown to the other races. The 
result of a short and false alliance between the fey, the 
combination of Camellia and Akarok making them easily 
identifiable to Akarok’s children who now so fervently 
hunt them. 


DUAL BLOODLINE 


Pure Mantids are derived from the blood of the Archfey 
Camellia and Akarok, in spite of looking somewhat 
human they are entirely fey. As time has passed, however, 
the Mantids have bred with other races in order to sustain 
their race, causing a corruption of the original bloodline 
for the majority of Mantids. The pure bloodlines 

still exist, they are just extremely rare. 

Mantids have a chitinous exoskeleton which protects 
them from harm, but prevents them from wearing more 
advanced armour. Quite the delicate creatures, they 
possess wide shimmering eyes filled with colour — a touch 
of Camellia amongst the dull matte chitin gifted from 
Akarok. Every Mantid bears two long antennae from their 
head as well as six limbs; two arms each with human-like 


hands at their ends, two more ending in the scythes of a 
mantis and two legs each ending in a blunt but flexible ‘toe’. 
What makes them less nimble is their abdomen, larger amongst 
the males, at the base of each Mantids’ back. The Mantids also 
possess filmy wings giving them flight. Male Mantids tend to be 
taller and stronger than their counterparts and also possess 
larger wings which can carry them greater distances. 

Another gift from Camellia is their Elf-like hair which 
sprouts from their insectoid heads usually matching or 
complementing the colour of their chitin. Some Mantids 
lack this hair, but these individuals are rare. 


INDEPENDENT AND WARY 


After being so devastated by the breaking of the Fey truce, 

the Mantids have become an independent race. A wise 
decision, considering how some view them as animals to 

be hunted for their parts — quite the pricy items to sell in 

the morally clouded parts of Lurshelan. One race, however, 
that the Mantids have tended to trust is the Minotaurs of Krynn 
— relating to the Minotaurean loss of their sacred home of 
Krynn the two races tend to get along swimmingly; the 
Minotaurs providing the muscle to the Mantids’ strong 

mental and magical abilities. 

Such allies come in handy, however, with the Mantids‘ 
enemies are so many. Any Mantid knows, from experience, that 
Akarok’s minions stil lurk in the shadows and they still follow 
their master’s command to destroy the whole Mantid race. 


UNLIKELY ALLIES 
The Mantids tend to have trust in the Minotaurs of 
the Krynn Enclave — relating to the Minotaurean loss 
of their sacred home of Krynn - the two races tend to 
get along swimmingly; the Minotaurs providing the 
muscle to the Mantids’ frailty. This, combined with 
the insects’ powerful mental and magical abilities, 
makes the two races working together a force to be 
reckoned with. 


The Mantids are naturally gifted in telepathic abilities 
unrivalled by other peaceful races on Lurshelan. With 
this telepathy, the Mantids can communicate to other 
creatures as well as detect their idle thoughts. Much 
stronger with females, the power is diminished in both 
the inter-bred and the males — meaning that the thoughts 
of creatures they are unaware of can pass them by. 
Among the pure Mantids is a unique trait which can 
manifest only very rarely; these special Mantid have 
incredibly powerful psionic powers. These unique beings 
are known as ‘The Chosen’, as they are supposedly 
a perfect combination of Akarok and Camellia’s powers. 
~The Chosen are quite easy to pick out amongst their 
brethren — having a vertical third eye in the centre of their 
foreheads which is both a symbol and conduit of their 
great power. 


FORSAKEN PROGENY 


According to the ancient scriptures, the Mantids were 
created by the Archfey Akarok and Camellia — a joining of 
their alien powers into one pure race, neither weighted 
to chaos like Akarok’s spiders and Drow or order like 
Camellia’s Elves, Unicorns and Eladrin. Instead, the 
Mantids were a fusion; when the Great Calamity occurred, 
Akarok and Camellia foresaw their destruction if they 
remained independent. So they met and created a temporary 
symbiotic bond of mutual respect for one another. With this 
alliance of sorts, the two Archfey unintentionally created the 
Mantids. Akarok was repulsed by his creation, quickly 
choosing to make them his minions’ designated prey upon 
the breaking of the alliance. Camellia, who loves all of her 
creations, saw them both as her children but also as 
Akarok’s. With this in mind she gave them the boon of her 
psionic powers and then washed her hands of them, giving 
them her hope that they would survive. However, she could 
not guide them as she did the children that were solely hers. 
E ; 
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MANTID NAMES 


When a Mantid reaches a certain age there is a sudden surge 
of psionic energy within their mind. This surge unlocks the 
Mantid’s powers fully and reveals to them their name and their 
‘Fey Name’. 


Male Names: Aegwyll, Aldran, Anrys, Calanwe, Daaj, Eseter, 
Evys, Fyrn, Jastus, Larett, Lyrric, Magnys, Merin, Myrx, 
Nasyr, Nylaas, Nyx, Oeir, Orane, Phyrr, Pviy, Qerys, Rael, 
Relen, Rhaenys, Sarel, Seyth, Tryne, Tythr, Ura, Usaer 
Vaeric, Venis, Vyrr, Wrynn, Wyx 

Female Names: Alessi, Amnerys, Alge, Celeste, Dylarra, Dwyl, 
Eanna, Eleira, Falis, Hylsi, Illiria, Isyrra, Lenali, Lorelle, 
Mira, Myrena, Nae, Naaja, Nyseth, Orianna, Pyrrha, Quilla, 
Risell, Rymaera, Saa, Samaisa, Tess, Uryssa, Verlynn, Xaera 

Fey Names: Azeikan, Beleyr, Calyss, Eireyl, Fynassa, Gezan, 
Hyrna, Hzair, Illyc, Jaserr, Kale, Kyrkhan, Lyrrien, Maess, 
Naselleth, Nyzaer, Oress, Pyq, Quill, Ravella, Sarr, Tylzan, 
Urian, Uwe, Vestryss, Vyria, Wrevan, Yavara, Yyzmer 


MANTID TRAITS 


Your Mantid character has a number of traits in common 
with all other Mantids. 

Ability Score Change. Your Wisdom score increases 
by 2, your Charisma score increases by 1 and your 
Strength score decreases by 2. 

Age. A Mantid reaches adulthood at the age of 10 
when their parents leave them to fend for themselves, 
the Mantid live long lives, shedding their carapace every 
6 years and living up to about 750 years. 

Alignment. Most Mantids are neutral, tending 
towards good. They endeavour to gain worthy friends, 
fervantly defending them should they come under threat. 
Left to develop at a young age, the Mantid value the ties 
of friendship more than that of family. As is natural 
with fey, they revere the natural balance, preferring to 


subdue as opposed to kill. They prefer to live private lives, 


usually with a smal group of companions and friends. 

Size. Mantid females grow to between 5 and 6 1/2 
feet talland weigh about 160 pounds. Mantid males 
grow to between 6 and 7 feet tall and weigh about 
200 pounds. Your size is medium. 

Speed. Your base walking speed is 25 feet. You also 
gain a fly speed of 30 feet but you must land at the end 
of the flight. 

Darkvision. Accustomed to the dark caves, you have 
superior vision in dark and dim conditions. You can see 
in dim light within 60 feet of you as if it were bright light, 
andin darkness as if it were dim light. You can’t discern 
color in darkness, only shades of gray. 

Sensate. With the blessing of Camelia upon you, You 
possess innate extraordinary psionic powers. You know 
the Message cantrip, except you send the message 
telepathically and it cannot be blocked. When you reach 
3rd level you can cast the Detect Thoughts spell 
once per day. At 5th level you can also cast the Calm 
Emotions spell once per day. Your spellcasting ability 
modifier for these spells is Wisdom. 

Chitinous Exoskeleton. You cannot wear armour. You 
always have an armour class of 15 unless you are under 
the effect of a spell. 

Scythe Blades. You possess two additional scythe-like 
hands. You have advantage on checks made to climb and, 
when you fall off a ledge you can spend your reaction to 
make an Athetlics (climb) check to cling on. 


Fey Ancestry. You have advantage on saving throws 
against being charmed, and magic can't put you to sleep. 

Restless. Mantids don't need to sleep. Instead, they 
can perform light activity for 4 hours a day. After this light 
activity, you can gain the same benefit a human does from 
8 hours of sleep. 

Languages. You can speak, read, and write Common. 

Division of Gender. The divide between a male and a 
female Mantid is great - with the males being larger and 
tougher and the females having enhanced psionic powers as 
well as a heightened intelligence. Choose one of the folowing 
depending on your gender. 

Subrace. The Mantids are also divided by bloodlines. 
While most are of blood eddied with Elf or Human, there 
yet remain the Pure Mantids, The Chosen and the Akarok’s 
favoured. If your Dungeon Master allows you to, select a sub- 
race after the genders below. The Chosen gain all the benefits — 
of Pure Mantids in addition to their traits. 


FEMALE MANTID 
As a female Mantid, you are far more naturally 
tenacious than your male counterparts. You are quicker 
to grasp concepts and faster to learn. 

Ability Score Increase. Your Intelligence score 
increases by 1. 

Extra Language. You can speak, read, and write one 
extra language of your choice 

Camellia’s Favour. You have a greater control over 
your psionic abilities. At 7th level, you gain the ability to 
cast the Sending spell once per day. 


MALE MANTID 


As a male Mantid, you are naturally stronger and more 
robust than your female counterparts as well as quicker 
to pickup combat skills. 

Ability Score Increase. Your Constitution, Dexterity 
or Strength score increases by 1. 

Strong Wings. You possess wings capable of flight. 
Your fly speed becomes 50 feet. You must land at the 
end of your flight movement using this trait. You gain 
advantage on Athletic checks made to jump. 


SUBRACES 
THE CHOSEN 


You are an antiquity among the pure blooded. You have 
a third vertical eye in your forehead. None among your 
people can rival your psionic abilities. 

The Third Eye. From level 5 you can choose to act 
as though the Zone of Truth spell is effecting every 
square adjacent to you. The DC for this spell equals 8 + 
your spellcasting ability modifier or Constitution 
modifer + your proficiency bonus. 

Power Overwhelming. You can cast each spell 
granted by Sensate and Camellia’s Favour one additional 
time per day. Alternatively, each day when you prepare 
your spells you can also choose to forego your second 


cast of one of these spells to cast an alternative spell as 
shown. At level 3 you can instead cast the Dissonant 
Whispers spell without the components once per day. At 
5th level you can instead cast Hold Person once per day. 

At 7th level you can instead cast Hypnotic Pattern once per 
day. You must choose between your Wisdom or Intelligence 
modifier for the spellcasting ability modifier with which you 
cast these spells. 


AKAROK’S FAVOURED 


Your blood has been favoured in the eyes of Akarok and 
he has made you strong. You do not possess scythe-like 
appendages - instead, you have functional hands which can 
be used with great exertion. In addition to the benefits 
granted by Scythe Blades you have the following traits. 
Archfey’s Blessing. Your gender based ability score 
increase is doubled. You also gain resistance to poison. 
Spider’s Dexterity. You can wield a total of four 
weapons so long as two of them are light. When you make 
an opportunity attack you can spend a hit die to make up to 
two additional attacks against the creature. These attacks 
must be made with two light weapons you are wielding. If 
you hit with both attacks you regain the hit die that you lost. 
After you use this feature you cannot use it again until you 
complete a short or long rest. You cannot use the reaction 
aspect of Scythe Blades while wielding weapons in your 
extra hands unless you drop those weapons 


PURE BLOODED 

Pure of your blood, you are gifted in telepathic abilities 
beyond the other member of your race, you can perform 
feats that many would not think naturally: possible. 

Unassaible Mind. From level 3 onwards you cannot 
be charmed. 

Extraordinary Will. From level 6 onwards you can 
recover the usage of your racial spells. During a short 
rest you recover the usage of a number of your racial 
spells equal to half of your highest caster level. 


CEAN’S CHILD 


A RAcE MANUAL 
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OCEAN’S CHILDREN 


“WHERE ELSE IN LURSHELAN COULD SUCH BEAUTY | 


exist if not for the sea?” 

The young girl insisted in frustration, attempting to 
tread carefully around the opinion of her mother. 
Glistening black eyes watched them from the shadows 
of an inn’s porch, before their owner gnashed his teeth 
and slithered forward. 

“I could name a few places.” the hulking serpentine 
man stated in his harsh tongue “There is far too much 
emptiness and altogether too many foul creatures down 
there for me to call it anything other than frightful.” 

“What would you know?” the girl asked incredulously, 
before realising just who she was speaking to. 

“Hmm?” his eyes glinted, “I know enough, child, to 
say you should heed your mother and stick to the shore 
where children like you are out of reach of the evil 
things that lurk below.” He glanced to the girl’s mother 
who wore a look of disgust, eyeballing him. He 
continued “You'd be as welcome there as I am here.” 

‘Tm not afraid.” she insisted, still marvelling at him 
‘Tm no coward!” 

“Little one,” he murmured, his great tongue slipping 
out between his lips with a loud hiss, “some things are 
worth being afraid of.” 


The Ocean's Children are, as their name proclaims, the 
oldest sentient race from the dark recesses of the Nine 
Seas and they are met with anything from reverence to 
fear the world over. Believed to either be born from the 
very power of the lords of the ocean or from some kind of 
vile twisted magic, depending on who you ask, the 
Ocean's Children one day appeared from the abyss below 
and have remained ever since. Their own agents, their 
young rarely revere any of the faiths and usually serve 
their own purposes. Whether as grizzled mercenaries, 
guards or simply floating, adrift in the enormours ocean 
that is Lurshelan, without any semblance or claim to 
anything resembling clagepurpose. 
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ENDURING AND RESILIENT 


Their origin unknown and no home to call their own, 

the Ocean's Children are a peculiar people. Sometimes 
hard to identify given the wide array of possibilities in 
their appearance, the Children are always related to the 
sea in some way. The Children vary mostly between three 
well known states which are wildly different from one 
another and each possess their own individual culture. 

They are known as the Vasa, the Atta and the Simma 
amongst their folk, as these words are from the speech of 
the depths - colloquially known as ‘The Voice of the Ocean 
King’. These words respectively mean ‘Hiss’, ‘Bind’ and 
‘Swim’ and refer to the subraces commonly known as 
‘Naga’, ‘Attari’ and ‘Simmfolk’. 

While each different in their own right, these three sub- 
races all have things in common. Born from the water, the 
Children all possess abilities to travel safely and deftly 
through the briny deeps, from strong, muscular tails to 
arcing, dextrous tentacles. Though it is the nature for the 
majority of the Children to have difficulty on land in their 
natural state, some are amphibious and the rest possess 


strange, enigmatic powers that allow them to transform 


and gain the ability to traverse the land. 

One thing, however, remains constant with every one of 
the Children, whether Vasa, Atta or Simma. They are all 
marked by the ancient symbol of the Tempest in birthmark 
form - a diamond with a twisting spiral leading to a smaller 
black diamond within. 


SIMMA 


UNDERWATER COMMUNITIES 


Some of the Children don’t take the life of travelling 
adventurers, bounty hunters or sailors - instead, small 
groups can gather together to form closely knit 
communities. These communities function as towns of 
the terrestrial world do, except that not only do all the 
citizens know one another, but it is a rare thing indeed 
for them to not be extremely close to one another like 

a family. Outsiders are almost never welcomed into a 
community and those that are spend years gathering the 
trust necessary to do so. 

For the Vasa, the communities are commonly led by 
the strongest, most respected warrior - usually an alpha 
of some sort. The Atta function completely differently, 
instead being led by a bloodline of Atta, usually led by 
a matriarch or queen rather than a male. The role of 
leader is still something that must be earned; there are 
no first-born laws so it can get messy when a new leader 
is needed. The Simma again function differently - they 
are typically led by an elected council of the most 
intelligent and wise amongst them. This service, though 
usually lasts until death. 


CHILDREN OF WHAT? 


There are many myths and legends surrounding the 
mysterious “Children”. What are they and who are they 
the children of, exactly? Some say that they were born 
from the light of the moon and that, as it controls the 
tides and the stars, it may have manifested itself in these 
creatures. Some say that men slept with the original 
Simma and from that foul joining sprang the Vasa and 
the Atta. 

The most common belief is that the Children are the 
sons and daughters of the Ocean King and the Queen of 
the Depths - that by their great power they manifested 
their peoples. The Atta are viewed as the children of the 


Queen and the Vasa the children of the King. The Simma™ 


are viewed, in this belief, as being a fey influence on the 
Children, and are an off-shoot of the original bloodline. 
Where the Children truly come from is a mystery to 


even themselves, though there are many of them that have 
made it their life’s mission to find out exactly who they are 


and where their whole race originated - and from what. 


» FRIENDLY AND WILLING 
Those Children that travel alone, especially the Vasa, tend to 
view things in a practical fashion. They are typically only adverse 
to their personal enemies, not discriminating by race unless they 
have good personal reasons to do so. The Vasa especially tend to 
have... ‘foggy’ moral compasses and will generally help out any- 
one - so long as they are paying enough, that is. The Children 
respond to the fear they are met with with a disdainful and 
aloof attitude, viewing those that partake of it as ignorant fools. 
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OCEAN’S CHILDREN NAMES 


When a Simma or Atta are born, they are given a name that 
they keep for the rest of their lives. When a Vasa comes of age 
and completes a unique coming-of-age ritual, they take a name 
from the Book of Names kept by Vasa priests in a shrine in the 
Glimmersea 


Male Simma Names: Adran, Aeleth, Aranwe, Bessier, Carro 
Evris, Eylen, Garileth, Heiart, Immeril, Laucis, Paevel, Ters 

Female Simma Names: Alethrie, Anais, Aqery, Beylera, Callis, 
Deyora, Evelynn, Miveris, Senestra, Thallia, Visery, Ylantha 


Male Atta Names: Arric, Asher, Balen, Calvert, Derveth, Findir 
Halen, Ilith, Kail, Laven, Merek, Navin, Nyrre, Peverro, Xanic 

Female Atta Names: Alvanis, Avella, Baless, Caera, Danthia, 
Enerath, Gajessa, Haella, Jestress, Kaveyla, Quilva, Ravesha 


Vasa Prefix: As’, Avye’, Bur’, Cir’, Cys’, Dar’, Eays’, Fala’, Hy’, Jir’, 
Kal’, Ktii’, Mor’, Oer’, Oune’, Pra’, Qi’, Sau’, Syr’, Til’, Vala’, Yn’ 

Vasa Suffix: Axes, Borune, Carecca, Earx, Fierce, Hyrcus, Kyl, 
Larrn, Nyssis, Qeric, Sylas, Tursn, Vakyr, Wyrd, Yggd 


OCEAN’S CHILDREN TRAITS 


Your Ocean's Children character has an array of natural 
abilities, inherent from their enigmatic origin. 

Ability Score Increase. Your Dexterity score increases 
by 1. 

Age. Young Ocean's Children grow rapidly, mostly to 
account for their hasty need for independence. They are 
generally regarded as adult when they reach the age of 
10 and live to be around 100. 

Alignment. Most Ocean’s Children possess clear and 
yet foggy moral compasses. They themselves determine 
their individual alignment. Given their independence 
and roaming nature, it is most common for them to be at 
least partial to chaotic measures. 

Size. The size of the Ocean's Children differs greatly 
between the types. Atta are usually around 12 - 15 feet 
long, but stand at around 6 feet tall and bear slim, athletic 
builds. Simma are typically 8 to 9 feet long with slender 
builds. Vasa are taller than the others, standing over 7 
feet tall and being around 11 - 12 feet in length. Atta and 
Simma average in weight at around 140 to 180 pounds 
while Vasa average at around 300. Your size is Medium. 

Speed. You have a base walking speed of 10 feet. You 
also have a swim speed of 40 feet. You cannot make use 
of this swim speed while wearing heavy armour unless 
you have strength of 18 or higher. 

Amphibious. You can breathe underwater and on land 
equally as well. You cannot drown but can still suffocate. 

Weapon of the Water. You have proficiency with the 
trident and the water crossbow. 

Cartilaginous Safeguard. You gain 1 additional hit 
point per level. 

Deepsight. Accustomed to the underwater depths, you 
have superior vision in dark and dim environs beneath the 
waves. You can see in dim light within 120 feet of you as if 
it were bright light, and in darkness as if it were dim light. 
You also possess blindsight in an area of 20 feet around 
you. Finally, you can detect activity in the water at great 
distances depending on the state of the water - be it 
stormy or calm - up to a mile away from you. Such activity 
includes the movement of a boat, the splashing of a 


drowning creature or the shockwave of a distant explosion. 


Languages. You can speak and read Common but you 


cannot write it. You can speak the Voice of the Ocean King. 


Subraces. The divide among the Children is obvious - 
the Vasa, Atta and Simma all greatly differ physically and 
in their innate abilities. 


VASA 


As a Vasa, you are stronger, larger and generally much 
more of a powerhouse than your counterparts. You are a 
great serpent-like creature, with fleshy tendrils and frills 
adorning your muscular body. Vasa lack hair and usually 
have orange or red eyes. It is said that the Vasa are the 
manifestation or progeny of the Ocean King, opposite the 
Atta. Vasa, unlike their brethren, are entirely scaly. These 
scales are typically shades of green and blue. 

Ability Score Increase. Your Strength score increases 
by 2. 

Improved Mobility. Your base walking speed increases 
to 25 feet. 

King’s Strength. When you hit a creature with a melee 
weapon you are proficient with, add 2 damage to the 
damage roll. This damage increases to 3 at 6th level, 5 
at 11th level, and 6 at 16th level. 


Atta 


As an Atta, you are smarter and more wry than your fellow 
Children, with an answer to many different situations and 
a knack for being a slippery one. You possess eight tentacles 
which emerge from your lower half where a human's legs 
would be, but you are otherwise humanoid. Atta possess 
large irises of dark violet to deep blue colours. It is widely 
believed that the Atta are the progeny of the Queen of the 
Depths, opposite the Vasa. Attari tentacles are of greenish 
to bluish hue. 
Ability Score Increase. Your Intelligence score 

increases by 2. 

Obscuring Ink. Used underwater, you instead create 
a 10 foot cube of ink for 5 minutes which acts as a 
heavily obscured area to non-Atta creatures. You can use 
your reaction to use this trait upon being hit by an attack. 
Used on land, this instead creates a 10 foot diameter zone 
of difficult terrain for creatures without the Slippery Skin 
trait. You must take a short or long rest before you can 
use this trait again. 

Queen’s Gift. You know the acid splash cantrip. When 
you reach 3rd level, you can cast the hex spell once per 
day. When you reach 5th level you can cast the Crown of 
Madness spell once per day. Intelligence is your spell- 
casting ability for these spells. a 

Slippery Skin. You have advantage on checks made to S 
escape a grab. You take 3 less bludgeoning damage from 
attacks. This trait replaces Cartilaginous Safeguard. 


Octopoda. You possess, in addition to your arms, eight 
bilaterally symmetric tentacles which can be used as 
basic appendages to hold or move objects but you cannot 
make weapon attacks with them. You have advantage on 
checks made to grab. You have a climb speed of 10 feet. 

Terrestrial Metamorphosis. You can spend an action 
to transform into a unique elf of appearance matching 
your Attari form - except for the lack of tentacles - and 
back again. You do not have access to your Amphibious, 
Obscuring Ink, Slippery Skin and Octopoda traits while 
transformed. You can use this trait up to two times per 
day. 


SIMMA 


b As a Simma you are less monstrous than your counter- 
parts; you appear as a humanoid but instead of legs you 
possess a long sparkling fish-like tail with a flowing silken 
tail. Of the Children you are the most dextrous, able to 
slip in and out of many a location, noticed by none. 

Ability Score Increase. Your Dexterity and Wisdom 
scores increase by 1. 

Hydrosophist. You know the Shape Water cantrip. At 
8th level you can cast the Control Water spell once per day. 
Penetrating Sight. You treat lightly obscured areas as 
though they are not obscured and heavily obscured areas 

as though they are lightly obscured. 

Streamlined Form. Your swim speed increases to 50 feet. 

No Disturbance. You have advantage on stealth checks 
when you are underwater. 

Terrestrial Metamorphosis. You can spend an action 
to transform into a unique human of appearance matching 
your Simmfolk form - except for the lack of a tail - and back 
again. You do not have access to your Amphibious and 
Streamlined Form traits while transformed. You can use 
this trait two times per day. 


PLAGUE MONK 


An alchemist was looking for previously 
undiscovered flora deep in the heart of a 
forbidden cave. Within the recesses he found a 
beautiful garden of unparalleled beauty and 
vibrance, and at the center of it was a strange 
mushroom, with three peculiarly placed rings 
at the top of the mushroom. 

Reaching out to this unknown fungi the 
alchemist felt compelled to have but a single 
bite of the flora. This single bite would be the 
unmaking of the botanist. 

A single bite wracked the herbalist with 
pain and suffering of unimaginable magnitude. 
With his last breath the young man called out 
for a reprieve to what was assumed to be 
empty air. 

Thus the god Nurgle, lord of disease, 
decay, and destruction, had chosen a 
champion to spread his gifts and love to the 


world. 


Dua tity oF LIFE AND DEATH 

All disciples of Nurgle face an interesting 
duality to their existence: on the one hand, 
they wish to spread the joy and love of their 
sire; on the other, they know that their love is 
quite literally toxic. 

A champion of Nurgle, has been blessed 
with many gifts. These gifts are supremely 
effective at ending life in singular beings, The 
secret is that in ending one life, you grant life 


to countless organisms in all forms. 


se 


If you need an example, simply ask the 


flies, that inhabit a rotting corpse. Leave a 
flask of milk in the sun for three days, or visit 
a mass grave. All of these examples show the 
gifts of Papa Nurgle. He loves you and will 
always be here when you are suffering to 


watch you triumph through defiance. 


DEFIANCE Born oF DESPAIR 
Nurglites are destined to suffer, but in that 
suffering, you will instead uncover the greatest 
truths of the grand multiverse. Great strength 
is born through enduring hardship. Nurgle 
doesn't afflict you with poxes and plagues 
because he simply wishes for you to perish. 
No, in fact he afflicts you with suffering so that 
you can know greater joy. Like any father his 
lessons can be harsh and cruel, but in reality, 
he simply wants you to grow and become 
strong in defiance of your suffering. 

There is not a being alive or dead, that 
has not at one point or another felt a gift of 
nurgle. He is everywhere and he truly loves 
you. If you become strong with his gifts, and 
help to spread his love to the rest of the world, 
then he will cherish you as strongly as any 
father to his son. Sure, your flesh may rot, 
your skin peel, your wounds fester, but with 
Papa Nurgle, he will love you all the 
same. It matters not your race or 
creed. Just that you have the will 
or the strength, to push forward. 

Nurgle loves us all. 


CLASS FEATURES 


Once you make decide to become a Plague 


Monk, your entire physiology is forever altered. 


The following class features are alterations to 
the existing Monk class. If you are a Plague 
monk, you are not required to take the new 
subclass presented after the altered class 
features. 


PustTuLENT CARAPACE 


Your skin constantly rupturing and peeling 
have left almost perpetual durable calluses 
and scars in place of what most would define 
skin. This feature replaces the monk's normal 
unarmored bonus. 

Beginning at first level while you are 
wearing no armor and not wielding a shield, 
your AC equals 10 + your Consitution modifier 
+ your Wisdom modifier. As an additional 
"Bonus" you gain the benefit and penalties of 
the Horrible Scar lingering injury detailed on 
page 272 of the DMG. 


Ir Witt Not Die 


Your body being locked in a continual state of 
decay and regeneration does have some perks. 
You are able to shrug off otherwise mortal 
wounds using your sheer willpower and 
unrelenting constitution. This feature replaces 
Deflect Missiles. 

Starting at 3rd level, if damage would 
reduce the plague monk to 0 hitpoints, he may 
spend a ki point, to make a Constitution saving 
throw with a DC of 5 + the damage taken, 
unless the damage is radiant or from a critical 
hit. On a success, the Plague Monk drops to 


or remains at 1 hit point instead. 


VIRULENT STRIKE 


To truly be a chosen champion of Nurgle, one 
must learn to spread his gifts. This replaces 
the Stunning Strike ability. 

Starting at 5th level, you can cause the 
natural toxins and maladies inside of a 
creature to flair up. When you hit another 
creature with a melee weapon attack, you can 
spend 1 ki point to perform a virulent strike. 
The target immediately takes 1d6 poison 
damage, then the target must succed on a 
Constitution saving throw or be poisoned until 
the end of your next turn as waves of nausea 


wash over the victim 


DEFIANCE 

Champions of Nurgle are unique in that rather 
then trying to avoid their fate, they actively 
seek it any relish the suffering. This feature 
replaces Evasion. 

At 7th level, your gifts allow you to shrug 
off dangerous conditions that would cripple or 
kill a normal being, such as the Moonbeam 
spell, or an imp's toxic sting. When you are 
subjected to an effect that allows you to make 
a Constitution saving throw to take only half or 
partial damage, you instead take no damage if 
you succeed on the saving throw, and only half 


damage if you fail. 
MASTER OF FILTH 


A disciple of Nurgle learns to share his 
suffering. The feature replaces the Purity of 
Body class feature. 

At 10th level, your mastery of poxes and 
plagues comes in two forms. First the plague 
monk has advantage on all saving throws 
against disease and poisons, as well as 
resistance to poison damage. In addition 
when you are subjected to a disease, you may 
choose to remember the disease. You may 
only remember one disease, learning another 
causes you to forget the previous one. 

As an action that costs 3 ki points, you 
may deliver a melee weapon attack that deals 
no damage to subject a victim to a learned 
disease. The disease follows all normal rules 
for the disease except it uses your ki save DC, 
and the victim may only be victim to a single 


disease from you at any one time. 


Way oF PESTILENCE 
Disciples of the Way of Pestilence follow a 


unique view on the cycle of life. They believe 
that for new life to begin, old life must end. 

Many monks of this tradition have been 
afflicted by a pox or disease at one point such 
as leprosy. It is through that weakness that 
they find new strength and abilities. 

When you focus your ki as a monk of 
pestilence, you may align yourself with the 
forces of death and decay, and use them 
according to your will. 


DISCIPLE OF PESTILENCE 
When you choose this tradition at 3rd level, 


you learn magical disciplines that harness the 
power of death and decay. A discipline 
requires you to spend ki points each time you 
use it. 

You know the Death Attunement 
discipline and one other discipline of your 
choice, which are detailed in the "Plague 
Disciplines" section below. You learn one 
additional plague discipline of your choice at 
6th, 11th, and 17th level. 

Whenever you learn a new plague 
discipline you can also replace one plague 
discipline you already know with a different 
discipline. 

Casting Plague Spells. Some plague 
disciplines allow you to cast spells. Please see 
pg 80 of the PHB under Casting Elemental 
Spells for specifics on how to do this. 


PLAGUE DISCIPLINES 
The plague disciplines are 


presented in alphabetical order. 
If a discipline requires a level, 
you must be that level in this 
class to learn the discipline. 

Bestow Pox (11th Level 
Required). You can spend 4 ki 
points to cast Bestow Curse. 

Cloudkill (17th Level 
Required). You can spend 6 ki 
points to cast Cloudkill. 


Contagion (17th Level Required). You 
can spend 6 ki points to cast Contagion. 

Corrupt the Air (11th level Required). 
You can spend 4 ki points to cast Stinking 
Cloud. 

Corrupt the Earth (17th level Required). 
You can spend 5 ki points to cast Blight 

Death Attunement. You may spend 1 ki 
point to cast Poison Spray or Chill Touch. 

Feel My Pain. You can spend 2 ki points 
cast Armor of Agathys. The damage dealth by 
this spell is necrotic. 

Form of Flies (11th Level Required). You 
can spend 4 ki points to cast Gaseous Form 
targeting yourself. 

Gaze of Enfeeblement (6th Level 
Required). You can spend 3 ki points to cast 
Ray of Enfeeblement. 

Gaze of Sickness. You can spend 2 ki 
points to cast Ray of Sickness. 

Plague Mantle (11th Level Required). 
You can spend 4 ki points to cast Crusader's 
Mantle. The damage dealt by this spell is 
Necrotic. 

Strike the Senses (6th Level Required). 
You can spend 3 ki points to cast Blindness/ 
Deafness. 

Summon the Swarm (17th Level 
Required). You can spend 6 ki points to cast 
Insect Plague. 

Swarm of Loci. You can spend 2 ki points 
to cast Fog Cloud. 

Touch of Unlife. You can spend 2 
ki points to cast Inflict Wounds. 
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THE DIVINE ARBITER 


WARLOCK PACT OPTION 


The blessed trinkets adorning her wrists and 
ankles begin to clatter as a human clothed in 
simple robes works her spell, fingers of holy 
fire licking at her soul. 

A wisened, leather-skinned dwarf casts his 
eyes down to the rune for “thief” branded into 
the back of his hand, sighs, and summons his 
master’s hammer into his grasp, knowing his 
debt may never be repaid. 

A mere halfling, beset on all sides by foes, 
weaves holy light together around her, 
conjuring armor and a blazing shield, before 
hurling her defensive barrier towards her 
enemies in a brilliant arc of radiance. 

Not all pacts for power are struck with the 
unscrupulous, evil outsiders that stalk the 
borders of reality. Some warlocks forge deals 
with a divine presence such as an angel, 
archon, or an actual god. These beings always 
have a driving cause, such as vengeance, 
justice, retribution, or cleansing a great evil 
from the land. Such pacts still sell the soul of 
the warlock to empower them as an 
instrument of holy purpose, and the warlock 
sacrifices a portion of their free will to 
become a tool of whatever cause their patron 
embodies. 

Perhaps the warlock has done this because 
they are truly zealous to the core, or perhaps 
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they seek this invasive service to the divine to 
absolve their past sins. Possibly they even 
believe that they can take their patron’s power 
and evade them, using it as they please. 
Whatever the case, the warlock has 
become fully infused with the holy power that 
service to their patron provides, and their 


divine patron expects great things from them. 


EXPANDED SPELL LIST 

The Divine Arbiter lets you choose from an 
expanded list of spells when you learn a 
warlock spell. The following spells are added 
to the warlock spell list for you. 


DIVINE ARBITER EXPANDED SPELLS 
Spell Level Spells 


Ist Bless, Shield of Faith 

2nd Warding Bond, Augury 

3rd Crusader’s Mantle, Beacon of Hope 
4th Aura of Purity, Aura of Life 

Sth Dispel Good and Evil, Circle of Power 


HOLY CONDUIT 

Your patron, being the inscrutable deity that 
they are, provides you with an ever-growing 
reservoir of holy power, but dipping deep into 
it to help your comrades can leave you 
drained. Beginning at 1st level, during a short 
rest you can choose to expend any number of 
hit dice. If you do, you may distribute these 
dice to the other members of your party as 


you see fit, such that the total of dice handed 
out to all players equals your number of 
expended dice. These dice are of the same 
quantity as the dice you expended, but any die 
greater than a d6 is spent as if it were a d6. 
As an example, if you expend 2d6, and 1d8 to 
activate this ability, you can then distribute 
3d6 to your fellow players. 

The players you have given dice to then 
immediately use these dice to heal as if 
they had spent them themselves, rolling the 
dice, adding their Constitution modifiers, and 
applying the gained hitpoints to their total. 


SPIRITUAL ARMOR 

You are an instrument of your patron’s holy 
will, and your patron naturally seeks to 
protect their more trustworthy implements. 
Once you reach 6th level, you gain proficiency 
in Medium Armor and Shields, and can at any 
time as a bonus action channel your patron's 
holy will into a luminescent set of any armor 
you have proficiency in, as well as a matching 
shield, which automatically adorn you. 

This armor and shield are initially non- 
magical, but if you attune to a set of magical 
armor or a magical shield, you may spend an 
hour meditating over the armor or shield to 
send them to your patron’s celestial realm, 
from where you may call them with future 
uses of this feature. Only one set of armor and 


uses of this feature. Only one set of armor and 
one shield may be stored in this way, and 
unless otherwise stated these implements 
follow similar rules to the Pact of the Blade 
pact boon. 

In addition, while you are wielding a shield 
you may cause it to illuminate with an inner 
holy radiance as a bonus action, as if you had 
cast the Light cantrip targetting it. 


KNEEL BEFORE JUSTICE 

Upon reaching 10th level, your patron's divine 
mandate grants you immunity to being 
Frightened. In addition, if another creature 
attempts to inflict the Frightened condition 
upon you, you may use your reaction to 
denounce them in a powerful, booming 
celestial voice. If you do so, they make a 
Wisdom save versus your spell save DC, and 
if the creature fails it becomes Frightened or, 
if it is immune to being Frightened, it 
prostrates itself, falling prone. 

If the target has failed the saving throw, it 
repeats it at the end of each of its turns. In 
order for the target to recover from whichever 
condition this feature has imparted upon it, 
the target must first successfully make this 
saving throw. 


RADIANT SHIELD 
At 14th level, you may, as an action, transform 
your shield into a radiant disk of light and 
hurl it at your enemies, summoning your 
‘shield as part of this action if it is not present. 


Choose three different targets within 40 feet 
of you to each make a Dexterity saving throw 
against your spell save DC. A target that fails 
this save takes 6d6 radiant damage, and a 
target that succeeds takes half. In either case, 
all targets suffer disadvantage on the next 
attack roll that they make before the end of 
their next turn. 

After throwing your shield in this way, it 
magically returns to your hand. This ability 
refreshes only with a short or long rest. 
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